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relevant issue to the tufjToridJ address of PAGE h. 
Whilst we cuke whatever steps we ran to ensure the 
accuracy of articles and programs and rhe contents 
of advertisements. Page 6 cannot be held liable Air 
any errors or claims made by advertisers. 


PAGE h is published bi-monthly on the 1st 
of each alternate month. 

PAGE b is a users 1 magazine which relies entirely 
on readers’ support in submitting articles and 
programs. The atm is to explore ATARI 
computing through th e exelutlge of information 
and knowledge. We will pay for articles ami 
programs where appropriate and we hope 1 that 
readers will enjoy seeing their work published. In 
turn u e hope lhaL Other readers will leant from the 
articles and programs submitted and increase their 
enjoyment of Atari computing. 

ATARI 1 ™ is a registered trademark of 
ATARI CORP. All references should be 
so noted. 
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THE CREDITS 

Full ‘official 11 credits are on page 3, here 
are the people who made it possible, 

Lcs Ellinghatn did the Editing 

Nicola Parry looked after the ads 

Phil Cardwell gave valuable Editorial 
Assistance 

The Regular Contributors are ... 

Garry Francis 
Mark Hutchinson 
Matthew* Jones 
John Davison 
John Davison ir 
John Sweeney 
Paul Rixon 

The superb Cover illustration and sundry 
other illustrations (also last issue) are by 

Barry Armstrong 

All other contributors for this issue are 
credited alongside their articles or 
programs. Thanks to everybody for 
contributing and thus helping others. 

Helping long into the night for this one 
twre Bruce Hornsby t Eurytkmics, Van 
Morrison, 10,000 Maniacs, Cltmnad, Ds 
Damian, Bruce. Springsteen and Heart. Teddy 
O* Neill and Savage are two of the very bat not 
to mention the Poetic Champions. Phil listens ft* 
nothing but Jean- Mididie Jarre and Abba {!). 
Still it takes all sons! 

Serious? You bet! But Atari is supposed 
to fun as well isn’t it? 

The next issue of PAGE 6 could feature 
YOUR article or program. So* send it! 



PAGE 6 ts put together almost entirely with Atari 
equipment and software. Hardware wed: 130XF, 
t05O disk drive, MQdisk drive, WjO Interface, 
modem, N&C 8023 printer, I04\/ST, SMI24 
monitor, Atari SH204 hard disk drive, Epson 
RXlOOprinter, Microstuffer Buffer. Software used: 
Superscript, Turbo Basic, Tele-Talk, Kermit, Print 
Wiz and several custom wn'fteFr utilities on the 8-bit. 
STwriter, PC inter comm, Thunder and Fleet Street 

Publisher on the ST, , 

Copy is prtp&rtd on a 130XE usittR Superscript and 

various citiiom Tumwn programs and then transferred 
lathe ST via 8-tit Kermil and PC InterUMm. It is 
then spell checked with Thunder and the layout 
drafted with Fleet Street Publisher. Finished copy is 
output from the ST to a Cornier l 2 cassette machine 
and then fed into a Monotype Lasercomp typesetter. 




YOU CAN WRITE TO L S 

Wellj this is our third issue on the 
newsstands but such arc the vagaries of 
the news business chat we still don’t 
know exactly how many of the first issue 
we sold! We are proud to be dedicated 
to Atari and I am not interested in 
producing magazines for other, lesser, 
computers but one of the problems of 
being an independent publisher with 
only one title is that you need to do 
more to cut out the inevitable wastage 
and make sure that the magazine is 
reaching the right outlets where it will 
sell and not lay on shelves unseen and 
unsold. Unlike others we don't have 
another title like Computerised Fish 
Breeder to fall back on (not that I would 
want to fall back oil that!}. Many readers 
have been reporting the progress of sales 
in their local area by passing comment 
but it is, in fact, beneficial to us if you 
can let us know of any major newsagents 
who either do not stock the magazine or 
who sell out. It is not possible, or indeed 
sensible, to get the magazine into every 
small newsagent but it is quite 
important to make sure that we know 
where the magazine is selling well so 
that we can ensure that our distributors 
get more copies to those outlets. If you 
find a shop that has sold out of PAGE 6, 
ask them how many copies they had and 
then drop us a line or give us a ring, it 
will help us and it will help you. 

One of the benefits of getting the 
sales settled is that we can make 
decisions about whether to put extra 
pages in the magazine when needs be. 
For instance we had far too much 
material for this issue and would have 
liked to have put in an extra eight pages 
as a Christmas bonus but until our 
newsstand sales have settled down it 
would be foolish to gamble. So you see, 
if you keep us informed, we might be 
I able to keep you even more informed 
about what interests us all, Atari 
computing. 


YOU CAN WRITE FOR US 

Regular readers will know that we 
occasionally put out pleas to readers for 
programs and articles to keep the quality 
of PAGE 6 up to scratch and 
somewhere in this issue you will find an 
‘advert’ offering you money in exchange 
for programs! If you are new to PAGE 6 
you might be interested to hear what 
soTt of programs and articles we like. As 
far as programs- go, we will consider any 
type of program that uses the Atari’s 
unique abilities well be it a game, utility, 
business, application or whatever. If you 
find it interesting enough to write, then 
others may also find it interesting to 
type in and use. Articles likewise. If 
there is any subject to do with Atari that 
you think you know well and find very 
interesting, then write about it. Vfr e have 
always preferred our contributors to 
write ‘from the heart' rather than be 
commissioned to write 1000 words on 
such-and-such as we believe that that is 
what gives PAGE 6 more depth than 
other magazines. 

Don’t be afraid to send a program 
or article to us. If we can’t use it you 
will only get a reaction slip with a polite 
thank you for the submission, nothing 
more sinister! And we are quite happy 
to see stuff that other magazines have 
rejected because quite often they reject 
things simply because they don’t know- 
enough about Atari 1 Some of the best 
listings from past issues of PAGE b have 
been rejected by some of the l top’ 
magazines. It is often our, and your, 
good fortune that they seem not to 
understand just what a great computer 
an Atari really is! 

HAPPY NEW YEAR 

This one marks the passing of yet 
another year. To all our long standing 
and our many new readers PAGE 6 
wishes a Happy Christmas and a 
fun-filled New Year. Let 7 ? hope Atari 
goes from strength to strength in 19KH, 
they might even notice we’re here. 

I’m off on my first holiday of the 
year. See you in 1988! 

Les Ellingham 
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TRANSDISK IV 


_L_ 

Commercial faces CAN be 

f 

i 

transferred lo disk!* 


/ s 

a jd 

READ ON! 

<* . . *:> 

A- \\ 

A 4 u\ 


Ate you tired ol wailing for cassette games to load? Would you like to 
transter them to disk for faster, more reliable and convenient loading? 
You may have heard or read that this is not possible. Well, noi only is 
it possible, but there is a program, Transdisk IV, that will do it all auto- 
maiica.ly, you require no knowledge o( cassette protection techniques 1 
To pul it simply, Transdisk IV wiI 'ea-d ANY Avert cassette, {smgle, mulli- 
slage, non-standard -or.rial.64K-no problem!), remove the protection, 
Ihen place lion to digkforyou. Plus, to lead and run the new disk version 
o( a cassette program requires just one keypress from a convenient, 
auto run menu disk. 

The cost of this, the most powerfuI tape to disk utifif y for the Atari is just, 
£24.95 inclusive of first class delivery. Also comes complete with com¬ 
prehensive instructions which were specially written with the cassette 
upgrader and first time disk user in mind. 

Requires: Atari SQGXi or 130XE Computer with disk drive and cassette 
recorder. 

Remember, that rrof only will you sa ve money on upgrades to disk 
(if they are available) but many games are only available on cas¬ 
sette anyway so Transdisk tv has to b#a worthwhile Investment!' 

Sen-C an £AE or phene tor more details of Ihis utility. 

Make Cheque or P,0, payable tc DtGICOMM end send your order to:- 

DIGICOMM 

170 Bradwell Common Boulevard, Milton Keynes, BUCKS MK13 8SG. 
Tel: {0908) 6637G8. 

Demonstrations arranged tor callers by appointment 
‘Far your convenience from the original cassette only. 
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_| ^ Ar 26b Heath St., 

1WX Golborne, 
ft" Cheshire 

WX WAS 3 AD 


CHRISTMAS 

GIVEAWAYS 


Tel: 0942 718423 


COMPUTERS 


Atari 520 3TFM £275.00 

Atari 10JO STM E459.Q0 

Mega ST + S M126 £890.00 

Mega ST4 + SM125 £ 1145.03 

-- PRINTERS-— 

KXP 10B1 2173.00 

CitiS&n 12DO 2193 00 

MP tea 2219 00 

MP JSC 2369 CO 

ATARI SM 8C4 £189 CO 


SOFTWARE 


6a r Darian 

£ IB.75 

Delend^r/Crown 

2 22 95 

Slar Wars 

£ 14 05 

Terrapods 

£ 18.75 

Star Trek 

£ 16.95 

Blue War 

£ 16.35 

Flight Sim ll 

£ 27.95 

Backlash 

£ 14.95 

Solomon s Key 

£ 14.95 

Gnome Ranger 

£ 14.95 

Red Ore 

2 13.99 


--Dish Drives-— 

1M Cumana £133.30 

lM Triangle 2133.00 

Drive Cl e an et 2 6.93 


-—-Cables 

ST-Scar* 

ST-prinler 

Joy-extension 


£9 95 
£ 12 95 
£ 5.50 


-- Joysticks-— --Monitors-- 

Quick Shot» 2 6,95 Mono SM125 £113.30 

Turbo Qvshot £ 12 95 Colour SC 122J E3B90Q 

Pro 60C0 £13 95 

Precession al £14.95 —-Dust Covers--- 

STM 2 J 95 

--—--Hardware- STFM £ 4 50 

WS2000 Modem Cl 19.30 SM125 £5 95 

-UNBELIEVABLE DISC PRICES ----- 

1-9 £ 1.05 13-24 £ 1,09 

25-49 2 0.95 53-100 £0-95 


Pf«4»e make all cheques P/O etc. payable to FUTRONI* 

All prices include VAT and delivery 
Please phone or send SAEfor latest lists 
Shop open 9 - 9.30 VISITORS WELCOME 




NEW, BETTER 



SAVE £££ s 
Atari 520 STFIVl Computer 


Built-in Vi Meg* Disk Drive 
Built-In Zz Meg. RAM Memory 
Built-In T.V. Modulator 
Built-In Power Supply 
Separate Numeric Keypad 
Midi Interface 
512 Available Colours 
Free Mouse Controller 
GEM on ROM 
Free Atari Language Disk 
5 Free Disks .... 

C/PM, Utilities, Demo's etc. 

Qt&-* ■ ’ 
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inc. VAT - £299.00 
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Y p » 10 BLANK DISKS 
MD 70L STORAGE BOX 
MICROBLASTER JOYSTICK 

(Total Value of these items - Nearly £401 f!) 

Compumart Care MORE.. . 


c. 

51 
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We now offer a TREE LOAN MACHINE" 
(subject to availability) should any delay 
occur during your Warranty Repairs. 
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a- > 
< < 
Xia 
CCuj 

53 


Great Compunnart Deals always available 
or the full rang# of ATARI ST Hardware, 


< M 

x d 
'a* 


Software and Peripherals. 



Compumart 


Dept PA6 Unit 8 Falcon Street 
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Loughborough * teles - LEU IEH 

S 0509 - 262259 / 266322 / 233693 

(Prices <£ Delivery Subject io Availability E. <& Q.E,) 
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v*" and get them rtghd 

The program listings In PAGE* are prepared carelu Lly t o 

ensure that theveanhetyped Inaaeasllyaa possible. Before 
typing any listings ensure that you are familiar with 
of the Shift and CONTROL and INVERSE keys as outlined 
m your computer manual. The Hating* are prepared to 
ma1cx a ctlv wha t yo u see on screen. E very cHa racte r th a I 
you may aee In a Hating la Included In the chart helow for 
cto, 6 reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remem- 
ber a single typing mistake may mean a program will not 

ran. 

WHAT ABE THOSE CODES? 

Each line of a program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IN. They are used 
bu the urogram TYPO to check that you have t M ) ®d each 
toe comedy. IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 LISTING PLEASE DO SO NOW. The program 
can be used as you type io each toe of a program or to check 
ratoad^ typed program. The code for each line will match 
but If you have problems check the listing 
below carefully, you are most probably typing 
character Incorrectly. TYPO 3 cannot check if a line has 
been missed so if you have problems in running a lining 
count the lines in the program and ensure "one are musing 
If theTYPO codes match and the program still does not ion 

LIST it to cassette or disk using LIST C: or List 
“D:filename", switch off the computer, reboot and then 
ENTER the program using ENTF-R C o 
“D:filename". Save this version in the normal way- 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use 
TYPO 3 to check itself (seeb belowl it may not work if you 
have made mistakes. 

2. SAVE or CSAVF- a copy of the program 

3 Each time you want to type In a program listing BUN 
TYPO 3 first. The program will install a machine code 
routine in memory and then delete itself No* type In a line 
as shown in the ma gazf ne exdvd mg the first tv>o tetter code a nd 

press RETURN. 

4 A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine cam' on and 
type the next line. Note, the code will not match tf you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have just typed move the cursor to that line and 
press RETURN. The code should now match. 


5 If the code dons not match. uselheedUlng keys to correct 
the line and press RETURN again. Repeat if necessary unill 
the codes match. 

6 To check a line you Have already typed LIST the line, 
place the cursor on that line and press RETURN. 

7. When you have finished a listing Just SAVE or CSAVE It 
in the normal way. 

You can type in a program without using TV PC 3 and then 
check U by SAVElng or CSAVF-ing a copy of the^program, 
running TYPO 3 and then LOADlng or CLOADtng your 
program and proceeding as In step 6 above. 

Always SAVE, or CSAVE a program before running it and 
always use TYPO before telling us that a program will not 
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_ H H lllN IIn W lDrifOM ff 

TYPO tn 5Y ilv Benson 
June 1985 

-rfl 3 ra£M * * preofrrddtr for ftHTIC *rni * 

# PACE 6 based «ff TYRD II * 

* published toy tMJIV 

£L * REM ... 

ms oKftPHics * u _. A , 

nr. LIB rOR 1-1535 TO 1?91:»IPB *lCK-C**A- 
POKE I, 6lH£H T I 

CC 17* IF CKOI876S THEH * -Error Mi ORTA 
st.teflfnTs Checlt Typing’ ?tm> 

YH 13S ftsUSR 05161 ,, j 

vT i*« ? if ’'TYP* IlJt is op »nd rvnrving ■ 

HEM 

HP 100O DATS 
H G i*is oat* 

ne 102 B DPT* 2*3^6,tSa,Lfc* f 79,153,36,3 
103*> DPT ft 28*,189,6,153,26,3,1*2, 
man D- ft T P 189,0,228.5.57,79,6,232,21* 

TO IBSS P*TP *6,290,245,169,93,141,81,5 
KC 1*60 t?*TA 199,6,141,04, 6,17t.,4,229 
X07B OPT A 165,®, 145-, 95,5,173, &,ZZ9 

1630 DPT* 105.0,141,96,6,169,8,162 
1*96 DAT* 3,149*283r 2 02 ,16,26L,96,6 
11*0 DAT* S,e.S,0,®j0j8,« 

LD 1118 DOTS S,9,Sje,S-6,32^94 
J Ml 1120 OflTfl 6.0,72,201,155,240,55,730 
TU iL3 9 DPT* 203,133,209,138,72,169,0,133 
T H 1140 OftlP 786,162,8,10,36,286,6,209 
rtf L15 0 DftTP 1*4,7,2*,1*1,203,144,2.230 
HI. nee DPT * 2 0 8,28 2,288,239,133,207,24, 

TH 1170 DftTP 284 , 161,267.133,=84,185,2BS, 

PH 1108 DPTft 260 ,.133,285,16S, 266.105 . B,13 

VM 1190 DPT* 166,*04,170,184,*0.96,138,72 

i" iiU s»r. 

Gf 1216 P*TA 168,24.6,264,38,785,39,205 
t* 1Z76 DPTA 18,207,36,268,56,165,20?^233 
TH 123B DPT* 164,176,165,206,233.2,1*4,4 

s" i 2 .« ■>„!« iH,ii7,i>i.m,in.in.i". 

CB tase P ft T ft 5,165,207,US,20*. 165.700,6 
RH 1268 DftT* 2*4,42,J*l,2*il4*,*,23l j 26 

MB 12?8 DftTft 238,264.202,260,242,133,205, 
BC 120* DPT P 12B,1*5,85,26«,192,4*,2B8,24 
UU Ji96 DAT ft 15S,204,105,100,100,3, 145,88 

Qfl 1360 DPT ft 165,205,24,165,161,700,145,8 
fl 

13 IB DPT ft 32,69,6,104,168,70,153,5 
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ESC 

CTRL - 
CTRL. = 

CTRL + 

CTRL * 

SHIFT CLEAR 

DELETE 

TAB 

SHIFT DELETE 
SHIFT INSERT 
CTRL TAB 
SHIFT TAB 
CTRL t 
CTRL DELETE 
CTRL INSERT 


INVERSE SPACE 
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Aji Al# COMPUTER 
O I AvK PRODUCTS 


CENTRONICS PRINTER INTERFACE 

400,800, XL, XE Any a Bil Atari] 



£39.95 

OFFER PRICE 
ENDS 1/3/88 TYPE72000 

• ANY CENTRONICS PRINTER 

• NO SOFTWARE NEEDED 

• ALL CABLES SUPPLIED 
» EASY TO USE - JUST PLUG IN AND GO 

• TRANSPARENT & CONVERSION FEATURES INCLUDED 


k. 


* FULL YEARS WARRANTY 


FREE 40 PAGE 
CATALOGUE ON 
REQUEST OR WITH 
ORDER 


MEEDMORE LIMITED 
28 Farriers Way, Netfierlon 
Msrsey si do L30 4 XL 
Tel: 051 52t 2202 


TURN YOUR 1029 PRINTER INTO 

4 PRINTERS IN ONE 



with FONTS 


Replacement character ROM! 

Tfes 4 character ONLY £24.99 POST FREE 
sete at the Dick of a switch - 3 new sets - all with true descenders, 

Q Simply replace the old character ROM in your 10S9 with FONT IV 
No soldering or cutting necessary. 

Fitted in minutes. 

□ 100% compatible with all existing software. 

Q Adds new dimensions to your letters ^ documents. Contains existing 
Atari character set plus 3 new sets: 

VLQ miTIJEX DESCR1PSB 

FTaCD£FGH flemerEH ri6 CDEFOH 

or just descender BOH for only £ 12.99 roar rui 

O If you prefer we can supply just the descender character 
on a chip at a lower price. 


_J Simple to fit - no soldering etc. 

□ 100% compatible with existing software. 




WITH NEW LOWER PRICES, 
FREE PLASTIC LIBRARY CASES 
AND FREE & CLASS DELIVERY 


3-5 "Blank Disks 



TOP QUALITY BUI 
PACK 314" DISKS 
Guaranteed 
dually Certified 
ted 100% Error Free 
EE - User Labels 
FREE - Top Quality 
"SLIMPACIC Plastic 
Library Case with 
every 10 Disks 



10 

Air m m sx. vat 

■ml:. VA- = fV/.Fi5 

50 

£ 4 0-90 

£g li# EX. VAT 

inc. VAT = £57.39 

100 

£03.00 

■r vnf ex vat 

inc. VAT = £106.95 


10 

ex. vat 
inc. VAT = £14.95 

50 

£ 59 - 90 

WWW EX. VAT 

100 

inc. VAT — £128 !s9^ 
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Supplied with Dividers 
*■ 

ONLY . . 




dust - 

0 dn^ s 810 ' 



EJ< VA.T 

inc* VAT = £12.95 


spilt 



Campumart 

Dept PA6 Unit 8 -Falcon Street 


Loughborough - Lelcs - LEtl tEH 

® 0509-262259 /266322 / 233893 

{Trices £ Delivery Subject to Availability £. A Q,E.) 
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MD 70L - ZW' DISK STORAGE BOX 

• Holds up to 70 Disks 

• High Quality 

• Impact Resistant 
Plastic 

• Smoked Hinged 

*< Lockable Lid {2 Keys) 
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EXPAND THE CAPABILITIES 
OF YOUR 8 BIT SYSTEM 

Expanding the 1050 disk drive's strength is what ICD r s US Doubler is all 
about. A true performer in the area of hardware modifications,, this chip set 
quickly transforms vour Atari into a powerhouse, radiating with innovative 
features never before possessed by a 1050, Features tike true double density 
for greater storage, single and dual density support, an accelerated I/O rate 
designed to triple your speed when combined with Sparta DOS and full 
compatibility with existing Atari software - 

US Doubler two chip set and fitting instructions ...-.L29.95 




US Doubler 


This Disk Operating System has been widely acclaimed as the best DOS tor 
the bit Atari range. SpartaDOS from 1GD supports everything from 810 disk 
drives through RAM disks to hard disks, A special menu allows rapid transfer, 
erasure and locking or unlocking of files using only the Space Bar, Option, 

Start and Select keys. The utility package supplied also features a 32 character 
keyboard buffer, intelligent switching between disk densities, a binary tile 
game menu, subdirectories and time-date file stamping, 

SpartaDOS complete with 175 page manual ..-- ■ ■■ ■ £29 ‘ 95 

THE PERFECT COMBINATION - SPARTADOS AND US DOUBLER - ONLY £49.95 



SpartaDOS 
Construction Set 



P:R:Connection 


Now you're no longer limited to Atari compatible printers and modems. The 
P;R: Connection plugs directly into the serial disk drive port of any o bit 
Atari computer and provides the user with a standard Centronics punter 
interface and two R5-232 serial ports. It also draws its power from your 
computer which means one less cord fighting for a power point while its 
compact size leaves your work space virtually clutter free. 

The P R: Connection's serial ports use a fully compatible R: handler and 
resemble those of the 850 interface with the same signals and functions. 

P:K: Connection and manual ...— ... . . 95 


Supra r s MicroPrint is a parallel printer interface for the Atari 8 bit series ot 
computers which plugs into the computer's serial peripheral port and then 
directly into the printer, tt works with most parallel printers and 8 bit software 
and includes a built-in printer cable. 


Mfcro l siiliTl 


Microprint 


£29.95 



The SupraDrive AT 20Mb hard disk for the Atari XL and XE senes connects 
directly to the computer's parallel bus, allowing high speed data transfer 
rates of 8-10,000 bvtes per second (approximately 1015 times taster than the 
normal Atari drives). The SupraDrive AT stores more than the equivalent ot 
200 single density Atari disks and can access any information within 
milliseconds. All this adds up to an extremely efficient system tor the serious 
Atari 8 bit owner. The SupraDrive AT is supplied with hard disk interlace, 
built-in power supply, manual and SpartaDOS. 


SupraDrive AT ready to plug in and use 


£749.95 


Rambo XL transforms your 800XL into a mighty 256K computer and makes it 
memory compatible with the 13GXE, Now your XL can support Basic XE 
extended mode or the standard RAM disk supplied with Atari DOS2-5.-With 
the RD C OM handler supplied with SpartaDOS you get a 192K RAM disk: 
enough to duplicate a full double density disk in one pass! You must supply 
eight 256K DRAMS and the DOS of your choice. 


Rambo XL with fitting instructions .■■■■■■ 

ALL PRICES INCLUDE VAT AND DELIVERY 


£29.95 



RAMBO XL 


E F §3 


tier 

twarepo Box TI L Harrogate, North Yorkshire, HG2 QBE, England. Telephone: 0423 6/ 140 
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GAME OF THE 
YEAR 


BANNED! 



Friday 13th turned out to be 
unlucky for Red Rat Software for on 
13th November they launched Little 
Devil, their latest Atari release, only to 
discover that it had been banned by 
Silica Distribution and certain overseas 
distributors! Whin is more Silica went 
totally over the top and banned their 
next release entitled Nightmares even 
though they hadn’t seen a finished 
version! 

So what is so evil about these titles? 
Nothing at all, they are just variations 
on traditional arcade style games. Little 
Devil just happens to be set in Hades 
where yon have to collect lost souls in 
Order to rescue a Princess, and 
Nightmares has some superb monsters 
in a scrolling shoot-em-up format. So 
why ban them? Silica say that they will 
not touch anything that deals with the 
occult because it ’is harmful to 
children 1 . Talk about double standards! 
How come it is perfectly acceptable to 
kill people with karate, bombs and guns 
and wipe out every living alien just 
because they don’t happen to come from 
your planet, yet rescuing a Princess in 
Hades is harmful? We suspecL it has a 
little to do with distributors losing 
interest in fRbit titles and finding a 


convenient excuse not to stock them. It 
will be interesting to see how many ST 
titles get banned (we can think of several 
candidates) in the coming months. 

In the meantime, Red Rat need the 
support of every Atari S-hic owner 
because they are one of tile few to stick 
to supporting this format. In a difficult 
market they are trying to bring you new 
titles regularly and if they can’t get them 
onto the market, you will lose another 
software company. If your local dealer 
can’t get these titles you can order direct 
from Red Rat at P.0. Box 12, Prescot, 
Merseyside, L3> 3HG, Tel. 051 426 
9085. Both titles are £7.95 on cassette 
and £9,95 on disk. 

Other new releases from Red Rat, 
(censorship allowing!), are SPACE 
WARS, DOUBLE PACK No, 1 with 
PLANET ATTACK and MADJAX, 
LEAPS PER, DOUBLE PACK No,2 
with BURGLAR Bi LL and 
POTHOLE PANIC and SPEED 
RUN. All are £7.95 on cassette and 
£9.95 on disk. Two new releases for the 
ST at £14.95 are Pengy and Screaming 
Wings. 

Support Red Rat, they are 
supporting you! 


PCW RECORD 


The computer industry is alive and 
well judging by the recent PCW Show. 
Anyone who went on the Saturday will 
testify how crowded it was, there were 
even rumours that they might have to 
shut off the gallery because of the 
number of people! 

The official attendance figures show 
that over 72,000 visitors turned up 


making this the biggest U.K computer 
show in history. With repeat visits 
included, the attendance was over 
80,000. 

Getting that many into the No vote! 
will be a bit of a crush, but let’s hope 
that the Atari Christmas Show, just 
gone, enjoys equal success. 


i’he Guild of Thieves, available in 
Atari format, has been voted Game of 
the Year in the 1987 British Micro 
Computing Awards, a double 
achievement for Magnetic Scrolls 
following earlier awards for their first 
release* The Pawn. 

Magnetic Scrolls Managing 
Director Anita Sinclair is delighted that 
their second game should win an award 
because “it was probably judged on the 
quality of gameplay ... rather than the 
technical achievements of the parser and 
the visual delights of our graphics”. The 
Pawn was widely acclaimed as breaking 
new ground with its parser and graphics 
and following up an initial success is 
always difficult. 

Rainbird Software have just 
released the third Magnetic Scrolls 
adventure, Jinxter, and are hoping that 
it will be just as successful. 


GNOME 

RANGER 

Level 9’s latest release, Gnome 
Ranger is being marketed directly rather 
than through Rainbird Software and is a 
3-part, light-hearted adventure 
concerning a bossy Gnome called Ingrid 
who leaves her dreary farming village to 
study gnome economics at college. She 
returns with all sorts of new-fangled 
ideas and sets about modernising her 
family whether they tike it or not! Every 
improvement ends in disaster but Ingrid 
is not put off, she chronicles every event 
in a diary which accompanies the game, 
Eventually, after a secret meeting, the 
gnomes give Ingrid a magic scroll but 
when she reads it it transports her far 
away and she must find her way back, 
putting the wilderness to rights as she 
goes! 

Level 9 have tried to make this a 
different style from their previous 
adventures whilst retaining the parser 
and text abilities found in Knight Ore, 
their latest release through Rainbird. 

Unusually for Level 9 this one is 
available on disk for the Atari XL XE at 
£9.95 or on 2 cassettes for the same 
price. It is good to see Level 9 finally 
recognising Atari owners with disk 
drives and doubly good that they can 
put the product out at the same price as 
on cassette. Why can’t others do it? * 
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EASIER THAN 
AUTOMAKE? 

Dear PAGE 6, 

While browsing through 
the September October issue 
of PAGE 6, I was surprised to 
see your AUTOMAKE 
program ior disks, I agree that 
it is a lot easier than typing 
RUN (l D:filename” hut I have 
found a much easier way, 
using DOS 2.5, First insert the 
DOS master disk and boot it 
upj when the DOS menu 
appears select k L’ to load a 
binary file. When the prompt 
appears, type SETUP.COM 
and press return. The drive 
will then load and run the 
program. A menu will appear, 
select option ‘3" SETUP 

autorun for boot. 

Another menu will then 
appear, select option [ 2\ It will 
then ask you the name of the 
file you wish so Autorun, Type 
in the filename, for example 
DTAGE then insert the disk 
that you want the Autorun on, 
(Remember it must have the 
program on e.g. PAGE), press 
return and it will now create 
the AUTORUN SYS file. To 
re-load switch off the 
computer and switch on again j 
it will now autorun your file 

Michael Jaques, 

Manchester 


We are aware of the use of 
SETUP*COM but a lot of users 
do not have a full copy of DOS 
2.5 which includes this utility 
and are you sure it easier than 
using A UTOMAKE? It seems 
io that typing R UN 
"D: AUTOMAKE ” and then 
typing in your filename is easier 
for beginners than having to 
remember about Binary loads 
and such like. 


OH NO! NOT DOS 4! 

Dear PAGE 6 

Help! I am one of those 
unfortunates that upgraded to 
DOS 4 and have since 
discovered that I would be tar 
better off with DOS 2,5. Gan 
anyone suggest a way of 
converting my files from DUS 
4 to DOS 2.52 I don't own a 
cassette unit so 1 can’t make 
the transition via tape. Please 
help! 

Andrew J. Yates 
Oswestry 

And toe thought everyone 
had started out with a tape 
deck! Sorry , but the only simple 
way of doing the conversion that 
we know of would be by means of 
CSAVEing the files and then 
CLOADing them hue the DOS 
2.5 format , Unless some ether 
reader in the same situation has 
written a conversion program? 

GAUNT1.ET BUGS! 


character at ‘8’ waited 
patiently for the other to join 
him the long way . 

The problems with 
crashing could therefore be 
related to the method of 
copyright protection used, a 
slightly below standard drive 
having trouble reading these 
non-standard sectors, 

M.S, Silvester 
Aldershot. 

COPYING FASTER 
Dear Sir, 

1 bought Vol.2 No.2 ol 
the FASTER disk magazine at 
the PCW Show. Can the 
games and utilities be put onto 
another disk and if so how? 


Dear PAGE 6, 

Like John Davison in his 
review in Issue 29,1 have had 
similar problems when loading 
Disk 2 and when selecting a 
character. 

The Dungeon disk 
appears to be heavily copy 
protected, and remembering 
an article on copy protection 
using non-standard sectors 
which indicates that some 
drives have problems reading 
these sectors, I reconfigured 
my drives to make the newer 
one Drive A. On re-booting, 
the dungeons loaded perfectly 
and there have been no 
problems with crashing when 
selecting a character. I also 
tried sending one character to 
Exit 4 and the other at Exit 8, 
There was no crash and the 


Got anything interesting to talk 
about? Or some questions to ask t Or 
some tips to pass on? W rite to 
Readers Write, PAGE 6, P*G- Box 
54, Stafford ST 16 1DR 


P.T Whitley 
Southampton 

You may copy any of the 
FA STER disks , SO long as it is 
for personal back up only , 
otherwise you will be in breach 
of copyright. Assuming that you 
have a single drive system , click 
and hold the left mouse button 
on the application you are going 

ASTRONOMERS UP 
IN ARMS! 

Dear PAGE 6, 

Why does there not seem 
10 be any Atari astronomical 
software on the market? 

Crummydore and 

Spectrash have this type of 
software currently available 
but Atari seem to have omitted 
the possibility that people 
using an Atari have need of 
astronomical programs. 

I cannot believe that Atari 
have neglected us amateur 
astronomers since Atari is big 
in the U.S A and astronomy is 
a very popular pastime across 
the Atlantic. 

I would be grateful for 
any help regarding the above. 

Lynne Lancaster 
Secretary 

Blackpool & District 
Astronomical Society 


to copy , then drag it over on to 
the B: disk drive icon. From 
there follow the on screen 
prompts. It is quite simple but 
your must ensure that any 
associated files such as Resource 
files (with the extender .RSC) 
arc also copied. 


GOOD ADVICE! 

Dear PAGE 6, 

I would like to offer some 
advice to people having trouble 
with mail order companies. 
When writing to these 
companies, have the letter sent 
by recorded delivery. It costs 
around 4Qp ior first class, but 
the company in question can t 
tell you it’s been lost in the 
post. If this brings no joy, 
contact your local trading 
standards officer or consumei 
protection department. They 
should be able to make things 
move. Also keep a copy of any 
correspondence that is sent or 
received. 

S.A. Collett 

Kings Norton, Birmingham. 


Several programs, although 
not commercial , come to mind. 

For the ST there is SKY MAP 
from the public domain. Far the 
8-bit there is Observational 
A stronomy from ANA LOG \s 
issue J3 or Skyscape from 
COMPUTEf Issue 66. You 
might be able to get these back 
issues through the Contact 
column. Atari themselves have 
an astronomy program for the 
8-bit although it seems to have 
only been released in the States. 
You could try a retailer such as 
Ladbroke Computing of Preston 
who specialise in importing 
sofiware f rom i he U. S.A. 

Maybe some of our American 
readers could suggest other 
programs? * 
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SOFTWARE 

EXPRESS Ltd. 


A 

ATARI 


NEW RELEASES!!! 


SPECIAL OFFERS!!! 


ALTERNATE REALITY' (THE DUNGEON) 

GUILD OF THIEVES............... H 

KNIGHT GRC..... . .......„ 

KN J G HT ORC.... .. 

DRL1D_....*........ 


THE LIVING DAYLIGHTS,,. 
THE LIVING DAYLIGHTS,,. 


ARKANOID....... 

A K KANO ID........ 

DARG.........„...„ S1>W . 

DA RG..«.... 

JOE & THE NUCLEAR CAVERNS 
JOE & THE NUCLEAR CAVERNS 


,. DISK £19.99 
„ DISK £19.95 
CASS £14.95 
.. DISK £14,95 
.. CASS £7,95 
, DISK £12.95 
. CASS £9 35 
. DISK £14.95 
.. CASS £8.95 
.. DISK £14,95 
, CASS £3.99 
* DISK £7.99 
. CASS £3,99 
. DISK £7,99 


CONVERSATIONAL FRENCH__ CASS 

CONVERSATIONAL GERMAN... CASS 

KINGS SIZE (50 GAMES)...... CASS 

FIRST STEPS WITH THE MR,MEN..™....„ CASS 

MICKEY IN THE GREAT OUTDOORS.. DISK 

MOUNTAIN KING...... CART 

MINER 2049ER,..^... W ,„^...„,...,. CART 

BASIC (400.800). CART 

ROSENS BRIGADE.CASS & DISK 

CLOWNS AND BALLOONS.„„„ CASS & DISK 

SEA BANDITS *..... CASS & DISK 

POOYAN..— .. CASS Si DISK 

ONLY £5.00 EACH Ell 


POLE CASS 

LONE RAIDER *____ CASS 

ONLY £2,00 EACH III 


TRIVIAL PURSUIT 

THE ULTIMATE COMPUTER BOARD GAME FOR THE ATART C/D £ 14.95/£ 19.95 

XLENT SOFTWARE 10-PR I NT- 

ALLOWS YOU TO PRINT, EDIT FONTS AND DUMP GRAPHIC 8 SCREENS 
TO A 1029 PE INTER.,,.. .(DISK) £14.95 

THE FIRST XLENT WORD PROCESSOR 

''ANTIC' 1 MAGAZINE AWARD WINNER FOR 1987,,..,.,. (DISK) £2995 


) MAGAZINES - BACK ISSUES STILL AVAILABLE - PHONE FOR DETAILS 


ATARI 130XE COMPUTER/XC12 DATA RECORDER PACK 

INCLUDING JOYSTICK AND 6 PROGRAMESf... . .... £139.95 


MINI-OFFICE 11 


. £19.95 

SYNCALC (DISK) 

- ADVANCED SPREADSHEET. 

. £49.95 

SYNF1LE (DISK) 

■ ULT IMATE FILING SYSTEM. 

. £49.95 



Q.S.S PRODUCTS 


THE WRITERS TOOL (ROM}.. £159,00 

BASIC XL (ROM) £59,00 

BASIC XE (ROM) . £79,00 

MAC/65 (ROM) ..,. £69.00 

BASIC XL TOOLKIT .... £29 95 


ATARI 

STS 

AVAILABLE 

FROM 

£ 259.00 

PHONE 



ATARI 400/800 OWNERS 

"THE PROGRAMMER h 

CONTAINING BASIC ROM & MANUALS 

ONLY . 



SEND OR PHONE FOR OUR LATEST PRICE LIST 

ATARI V.C.S /XL/XE 520/1040 (PLEASE SPECIFY) 


BOOKS 


DE RE ATARI * A GUIDE TO EFFECTIVE PROGRAMMING.....£|7.00 

ATARI TECHNICAL REFERENCE NOTES.,.*... £17.00 

ATARI 130XE HANDBOOK (XL/XE BASIC MANUAL)... £8.95 

OTHER BOOKS AVAILABLE * PHONE WITH REQUIREMENTS 



A 

ATARI 


Jk 

ATARI 


ATARI CARTRIDGES 
ASSEMBLER EDITOR ... £19,95 
CAVERNS OF MARS „ 1+ ™ £7.95 

DEFENDER .... £7.95 

DIG DUG ..—_£7.95 

DONKEY KONG JNR. ,.™ £7.95 

JOUST £7,95 

LOGO . £29.95 

MICROSOFT BASIC H , £19.95 

MISSILE COMMAND . £7,95 

MUSIC COMPOSER .. £7.95 

SKY WRITER .. £7.95 

STAR RAIDERS +t+i , ltt+ ...„„ £7.95 

TENNIS _ £7,95 

TYPO ATTACK £7.95 


A 

ATARI 


Jk 

ATARI 


DEALER and OVERSEAS Enquiries Welcome 


514*516 Alum Rock Road, Alum Rock, Birmingham* Telephone: 021 328 3585 
212-213 Broad Street, Birmingham, Telephone: 021 643 9100 
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WARGAMES 

A major survey of almost every 
wargame available for the 
8-bit Atari conducted by 
M. Evan Brooks 


Computer wargaming in the United States is a dedicated 
market; there are c. 15-20,000 dedicated computer wargamers, 
and this points out a problem inherent in the market. Yv hile 
wargame product's are assured of a certain sales target, it is quiLe 
difficult for sales to reach the broader market, Only Microprose 
has been able to expand its sales into the gold or platinum levels 
(100,000.- 250,000 sales respectively), thus, as companies grow 
larger, they tend to produce less wargames and target the more 
mainstream efforts. 

In the United States, computer trends went from arcade to 
adventure to simulations. In Britain;, the trend went from 
arcade to simulations, but with the emphasis on cassette 
products in Britain, products tend to have a relatively short 
shelf-life and an inexpensive price. This lias tended to prevent 
the more detailed simulations from gaining access to the 
overseas markets. Hopefully, this is in the process of change. 

This reviewer has been engaged in simulation gaming; since 
1966, and has been involved in computer simulation gaming 
since 1982. My background includes service in the United 
States Army (currently, I hold a Reserve commission as an 
Infantry major). 

ALMOST EVERY GAME AVAILABLE 

This article will attempt to rate every wargame for the 8-bit 
Atari with which the author is familiar. Many of these game will 
be converted to the ST. In deciding upon tire aspects of a 
computer wargame, there are certain selections that one must 
make. Usually, levels of difficulty range from introductory to 
intermediate to advanced, with gradations between these 
parameters. In addition, the primary medium must be 
considered: land, sea and-or air and finally, the level of the 


M , Evan Brooks is well qualified to comment on Wargame 
simulations being a graduate of the United States Army Command 
& General Staff College and being currently enrolled m the Naval 
War College , He has obtained qualifications in various branches of 
the Sendees including Infantry } Armor and Military Intelligence, 
His full time occupation is an Attorney zoith the Federal 
Government (IKS) and he is a Major in The United States Army 
Reserve currently sewing as Opera-turns and Planning Officei for a 
Military Police Battalion , 


simulation - tactical (man-to-man up to company-level), 
operational (battalion-level to division-level) and strategic 
(corps-level to theatre army or higher). This review will 
delineate the games available by levels of difficulty. Within each 
level, the subject game will be characterised by its medium, 
simulation level and overall recommendation. Overall 
recommendations are noted by star ratings following the game 
title:: 

0 = avoid 

^ = minimally adequate, at best 

— buy ONLY if interested in this period 
=. recommended 
= highly recommended 

****★-> must have 

+ — a rating midway between any of the above 

These ratings are the author's own, and reflect a personal 
opinion as to the 'success’ or lack thereof of the product. 
Additionally, it must be noted that price does bear a relation to 
rating, Le, the "bang for the buck' theory holds true, and often 
an inexpensive game can achieve a higher rating than a 
(marginally) better but more expensive product. Following each 
Level are the Moribund Products - no longer available for sale, 
but often found in close-outs and sales. 

AVAILABILITY 

SSI have an agreement with U.S, Gold in this country and 
most, but not all, of their titles are easily available from any 
Atari dealer or from many Mail Order dealers. Microprose now 
have a U,K- subsidiary and their games are, or will, be available 
at U.K. prices. Most of the other games, providing they are 
currently available in the United States, can be obtained from 
specialist dealers such as Strategic Plus, P.O. Box 8, Hampton, 
Middx TW12 3XA (Tel. 01 979 2987) and Computer 
Adventure World* 1A Charing Cross, Birkenhead L41 6EJ 
(Tel. 051 666 1132), Other retailers who specialise in import 
American titles may be able TO help such as Ladbroke 
Computing, 3, Qrmskirk Road, Preston* Lanes PR1 2QP (Tel. 
0772 21474), Where products are released in the ILK. you will 
find the price in sterling alongside, otherwise the price in US$, 
where known, is shown. 
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INTRODUCTORY LEVEL 


This is where you should begin if you have little previous 
w&rg&ming experience. Jumping in at too high a level might put you off 
wargaming forever. Get a few of these, team the ropes and you will soon 
be at intermediate level, 

BATTALION COMMANDER ** SSI, £14.99 

A tactical contemporary portrayal of armored warfare. With 
built-in as well as design-your-own scenarios s the game offers a myriad 
of options. Easy to play, its utility is damaged by its ahistorical lessons 
learned. LAND 

BATTLES FOR MIDWAY 0 TDC, V 

This simulation offers outdated graphics., poor game play, and little 
value. Since it is a recent release, many Atari owners may be 
considering its acquisition due to the dearth of new products, but 
beware - this is not a viable commercial simulation, it resembles public 
domain material available elsewhere. SEA/AIR 

BROADSIDES ***** SSI,£24.99 

A laatcal simulation of ship-to-ship combat during the Napoleonic 
Wars. With both an arcade and tactical option* one may add layers of 
difficulty at his own pace. Quick play times and ease of operation make 
this a necessity in any wargamer’s library. Highest recommendation. 
SEA 

COLONIAL CONQUEST * * + SSI, £24.99 

A stratcgic/economic simulation of the Age of Imperialism. The 
manual is mo-re difficult to comprehend than the game is to play. 
Multiple-player interaction is strongly recommended. A cross between 
the board games of Risk and Diplomacy. LAND/SEA,ECONOMIC 

HELD OF FIRE ** + SSI, £14.99 

A tactical simulation of squad-level operations on the Western 
Front during World War II. Scenarios are varied and enjoyable 
however, this reviewer is not overly enthused about the historical 
accuracy and lessons learned from this simulation. Nevertheless, it is a 
good introduction to computer wargaming. LAND 

FIFTY MISSION CRUSH ** SSI, $39.95 

A tactical recreation of the bomber offensive against Germany 
during World W r ar II. Realistic but dull, with little room for player 
abilities, AIR 


LORDS OF CONQUEST **** fdectronic Arts, $34.95 
A strategic,''economic game of conquest. Relatively primitive 
graphics are coupled with a map maker and map options to make a very 
interesting multi-player game. As a solitaire effort, it is not quite as 
interesting, but still retains some appeal. Playability is a definite plus 
here LAND SEA 

NAM** SSI , $39.95 

An operational simulation of battles in Vietnam, its easy play is 
marred by its complete ahistoricity vis-a-vis airmobile assault and 
gunship employment. Enjoyable as a 'shoot-em-up 1 , but laughable as a 
conflict simulation- LAND .AIR 

NAPOLEON AT WATERLOO *** 4- Krenteck, A T C, $34.95 
An operational simulation of the most famous battle in history, this 
game has the potential to be great, however, execution leaves something 
to be desired; historical accuracy and valid lessons learned art a definite 
minus. LAND 

OGRE ** + Origin, £19.95 

A fai thful recreation of the boardgame, this faithfulness can prove 
negative. The boardgame at $2.95 was a bargain; the computer game at 
$39.95 is not. Still, a good introduction to computer wargaming. 

LAND 



PANZER GRENADIER ** + SSI, £24.99 

A tactical simulation of armored warfare on the Eastern Front 
during World War II, its lessons learned are not overly accurate. 
Reconnaissance by Are la overemphasised, and opportunity fire is 
hit-and-miss. Overall, a solid game, but lacking panache. LAND 


SARATOGA * Antic, $19.95 

An Eastern Front clone, this operational,''strategic simulation of the 
American Revolution tn 1777 is destroyed by marketing technique. 
With documentation available on the disk flip side, the lack of a 
hard-copy map (specifically referred to in the documentation] makes the 
game almost unplayable, LAND 


SIX GUN SHOOT-OUT*** SSI, $39 95 

A tactical man-io-man simulation Covering famous Old West 
scenarios (both historical and Hollywood). Primitive graphics detract 
from this simulation, but it is quick and easy. Historically inaccurate, its 
quick playing time and enjoyment somewhat make up for its defects. 
LAND 

TIGERS IN THE SNOW *4- SSI,£14.99 

An operational simulation of the Battle of the Bulge, its primitive 
graphics and play mechanics have been superseded by more recent 
efforts and limit its appeal. LAND 


TOP GUNNER *** MicroPros, $24,95 

Three arcade games in a package; Hellcat Ace (World War II 
Pacific tactical air) and Mig Alley Acc (Korean War tactical air) offer an' 
enjoyable interlude from true wargaming, Superseded by mure recent 
products, the repackaging at the lower price still makes this an 
interesting offering. {Note; these games are available separately m the 
U.K. at £9.95 on cassette and £14.95 on disk . AIR 

WARGAME CONSTRUCTION SET ** + SSI, £19.99 

The source code from Roger Damon’s previous designs (Operation 
Whirlwind Field of Fire.' Panzer Grenadier), the game's potential to 
design-your-own scenarios in history is limited by the failings of the 
system’s mechanics, Still, a novice may well find its flexibility 
interesting. LAND 


THE MORIBUND 

Seek them out or not 


AFTER PEARL *** 4- Super Ware, f 19.95 

A strategic simulation of the War in the Pacific (1941-1945), this 
game bears little resemblance to history, however, it is fun and quick to 
play (c. 45 minutes for the campaign). Reminiscent of Avalon Hill’s 
hoard game Victory in the Pacific, this is recommended for the novice. 
SEA/AIR 
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ARMOR ASSAULT 0 Epyx, S? 

Thankfully no loner available, this game ot tactical armored 
warfare is guaranteed to deter the most dedicated player. LAND 

COMBAT LEADER** SSLS 14.95 . . th _ 

A tactical simulation of armored warfare (squad platoon) over the 
last 40 years. With built-in as well as design-your-own scenarios, the 
tame offer* a myriad of options. Graphics are quite primitive, but the 
scenarios are quick. Battalion Commander, by the same designer, is the 
more recent design (with belter graphics). Joining SSI s ‘Classic line, U 
will be discontinued shortly. LAND 

EAGLES*** SSlf $14.95 

A tacdcalsiraulation of World War I aerial combat. Tta ability to 
desiKo-yoor-owc scenarios as well as those already extant offer hours of 
enjoyment, however realism is very low and the slow pace of the same 
will deter [he only mildly-interested. Nevertheless, the only simulation 
covering this period. AIR 

EASTERN FRONT***** APX.S2M 

An operational,"strategic simulation of the German invasion of 
Russia during World War II. The cartridge version offers both 
beginner and advanced scenarios. Obsolete by contemporary _ 

programming standards, it is still fun to play and a bargain at the priL 
(assuming that one can still find stl!;-, LAND 

FLYING TIGER 0 Discovery* S? _ 

A tactical air-to-air simulation of World War 11 {Pacific Theatre,, 
The graphics, realism and play value are sufficient [o deter anyone from 
further play, AIR 

TAGI3STAFFEL 0 Discovery, t? , 

A tactical game similar to Flying Tigers, only occurring in the 
European Theatre of Operations. Just as bad as Flying T.gers. AIR 

LEGIONNAIRE *+ Avalott Hitt, $19.95 

A ta«ical(?) simulation of warfare by the Roman legions against 
various barbarian tribes. Quickly learned and playable m a single 
sitting, it bears obvious resemblance to its more successful ancestor 
Eastern Front. A good introduction to computer wargaming, as n 
H5£» aspects of arcade play and wergnme play. LAND 

OPERATION WHIRLWIND ** + Bro&rbmd, $> 

The ancestor of Field of Fire./Pai^rGrenadifir/Wargame 
Construction Set, this tactical simulation offers an urban awaulf durmg 
World War II. In many ways, it is more interesting than ns 
descendants, but it is difficult to find. I .AND 

SHILOH** SSI, S14.95 _ 

This operational recreation of the Civil W ar battle has een 
superseded by the computer wargame ‘state of the art’. Easy to 'earn 
and play, it is not so much a historical study as a ‘beer and preach 
game. Fun for the novice even with its primitive graphics. I-ANJl 

WORLD WAR 111 0 Crystal, S? 

An operational simulation of conflict in the Middle hast involving 
■American and Soviet forces. Primitive, obsolete and inadequate, n is "■ 
longer available for sale. LAND 


no 



INTERMEDIATE LEVEL 


Now that you have got into wargaming it's time in seek out more 
challenges. Some of these will tax you to the full but if you tad [hem 
too easy, there is always the Advanced Level w cornel 

BORODINO *** + Krentek* $59.95 A 

Napoleon’s tactical victory but strategic defeat in Russia, 1912. A 
set-piece battle, the simulation is historically accurate and enjoyable. 
Premiering on the 8-bit Atari in August 1.987, this is one ol the few 
8-bit releases in recent memory, LAND 

CLASH OF WILLS ** DKG, $34.95 

A strategic simulation of war in Europe during World War II (both 
Eastern and Western Fronts). Primitive graphics and poor user 
interface coupled with extremely poor documentation will deter most 
players. Yet, the sheer scope of the simulation offers some playability 
and enjoyment. LAND, AIK 

CONFLICT IN VIETNAM **** MicreProu, £14.95 (C), 

£19.9$ ( D) 

An operational simulation of battles in Vietnam 1954-75, 

Historically accurate, it teaches more than one would expect; its basic 
problem is'that operational warfare in Vietnam was rarely decisive, and 
tor the earner looking for clear-cut resolutions, this simulation may ra.se 
more questions than it answers. Recommended for those wishing to 
learn as opposed to those looking for sheer flaying fun. LAND A 

COSMIC BALANCE I *★ + SSJ, $34 -95 

Space opera, Cosmic Balance I is atactica! simulation of space 
combat a la Star Trek, Input is via keyboard, and graphics 
primitive. Somewhat dated by later efforts, cf. Star Fleet L SPACE 

CRUSADE IN EUROPE **** + MicroPro**, £14.95 (C)> 

f n ^ 95 f / 

An operalional/strategic emulation of the_Western Front during 

World War II, the scenarios offer more value for the money than most 
other games. The campaign suffers from a certain lack due [ o the 
artificial intelligence, but for the intermediate player, its mechanics an 
play give this game a high recommendation. LAND,'AIK 

DAM BUSTERS ** Accoladet $34.95 

An arcade recreation of the bombing of the Ruhr dams a la bJ. 
Squadron*, this product’s graphics and Tee!’ make it too much of a 
game and not enough of a simulation. AIR 

DECISION IN THE DESERT *-+*★ + MicroPro. £1445(0, 

' An operational study of the Desert Campaign in World War U, U 
offers, a fascinating study which will teach the intermediate player tiue 
aspects of armor desert warfare. While more accurate than Crusade in 
Europe* its scope is much less broad, thereby delivering less bang for 
Ehc buck 1 . Still highly recommended- LAND/AIK 

F-15 STRIKE EAGLE****+ MicroPros*,£9.95 <C j, £14.95 

D ' U it an arcade game or a wargame? No matter what the decision, it 
has gone platinum (over 250,000 unit copies sold). Quick to play, 
multi-scenarioed and user-friendly; recommended, AIR 

GREAT WAR 1914 * + DKG, $39-95 

An operational simulation of the opening months of W orld W ar I 
(both Eastern and Western Fronts). It suffers from the same flaws as 
CLASH OF WILLS and does not have as much depth as its 
predecessor, LAND 
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KNIGHTS OF THE DESERT ** SSI, £14,99 

An operational simulation of Rommel's Desert Campaigns in 
Norrh Attica during World War II, it was the first SSI product to offer 
multiple stacking in the same hex. The concept was a failure; slow and 
ponderous* its recreation of (he African Campaign does not deliver its 
potential, LAND 

NORMANDY, BATTLE FOR *** + SSI , £14.99 

An operational simulation of the Normandy invasion, this game is 
moderately easy to learn (although the documentation covering the 
actual landings leaves much to he desired). A real player, it suffers 
somewhat from lack of joystick input. But overall, a solid intermediate 
level game. LAND/AIR 

NATO COMMANDER *** MicroPros, £9.95 fC) t £14.95 (D) 
An operational/strategic simulation of the next war in Europe, this 
reviewer is more fond of the game than the designers currently are. 
W' r hilc the mechanics are relatively easy to learn, playability in the larger 
scenarios is limited. Still recommended overall. LAND,'AIR 

ROME AND THE BARBARIANS *** Krentcek, S34.9S 

A strategic simulation of the Fall of Rome. Easy game mechanics, 
coupled with difficult strategic decisions make this a real player. Still, 
the game system itself appears too tacticaL for such an ambitious 
strategic simulation- Recommended for the aficionado. LAND 

SILENT SERVICE ***** MicroPros, £9.95 (C), £14.95 (D) 
A tactical simulation of submarine warfare in the South Pacific, 
during World War II. Superb graphics coupled with detailed rules, 
historical accuracy and layers of complexity make this simulation a 
necessity in every gamer’s library-. Why wait? If you don’t have it, you 
should! SEA 

STAR FLEET I **** Gygtrn, $49.95 

This tactical space simulation is a worthy descendant of the early 
mainframe ScarT rek games, The multitude of options and ease of play 
make this an enjoyable product, although it can prove repetitious. 
Despite some reviewers considering this a rip-off from public domain 
products, this reviewer still recommends it, SPACE 

SURRENDER AT STALINGRAD * + DKG, $34.95 

The World War II Southern Offensive in the East carried On in 
DKG’s inimitable format, i.e. primitive graphics, inadequate user 
interface and overall slowness of execution. LAND 

THE MORIBUND 

One to seek out - forget the rest 

CLEAR FOR ACTION + Avalon Hill, $34.95 

A ship-to-sbip simulation a la BROADSIDES. However, this 
simulation is broader in scope and allows for multiple ship actions. 

With potential for greatness, its execution dooms it; primitive graphics 
coupled with horrendous user interface make this simulation barely 
marginal. SEA 

COSMIC BALANCE II ** + SSI, S 34.95 

Cosmic Balance i I offers a strategic expansion of the Cosmic 
Universe through emphasis on economic expansion. Somewhat dated 
by later efforts, cf. Imperium Galactum and Reach for the Scars. 
SPACE 

EXCALIBUR **** APX, $? 

A strategic simulation of Arthur’s attempt to forge a kingdom out 
of the British Isles, While introductory in play mechanics, the sheer 
scope of the game raises its complexity level to that of intermediate. 

This is not Intended as a criticism; the game is a wargame by default - 
economic ramifications are the heart of this fine simulation. Rarely 
available for sale, it remains a fine game and a, worthy addition no one’s 
library. LAND, ECONOMIC 


MIDWAY * -f Avalon Hill, $? 

An operational.'strategic simulation of the Midway Campaign, this 
game has been superseded by improvements in computer simulations. 
Graphics are extremely primitive. SEA. AIR 

PANZER JAGD* Avalon Hill, $? 

A tactical simulation of armored warfare during World War II, it is. 
obviously dated by newer efforts. LAND 

PARIS IN DANGER 0+ Avalon Hill , t? 

An early game superseded by newer efforts, this 
operational/strategic simulation of Napoleon’s 1614 Campaign suffers 
from poor graphics and lack of solitaire playability. LAND 

T.A.C.* Avalon Hill, $? 

A tactical simulation of armored warfare during World W’ar II, 
Similar to PANZER JAGD, it suffers from development obsolescence. 
LAND 



ADVANCED LEVEL 


This is where it all leads! You need to be experienced, dedicated or 
masochistic to try out some of these. You also need to have more 
money, for now you are hooked, the prices seem to go up considerably] 

ANT1ETAM, BATTLE OF *** SSI, £29.99 

An operational simulation of the bloodiest day in American history, 
this simulation is historically accurate, although not as interesting as 
GETTYSBURG. Layers of complexity from basic 10 advanced offer 
many options. The basic problem with the simulation Is The battle itself 
- the North outnumbered the South almost 3-2, and since the player is 
aware of this, a World War I-type bloodbath occurs. In the solitaire 
option, the player as the Confederate would prove more interesting. 
LAND 

BATTLE CRUISER ***+ SSI, $59.95 

A simulation covering surface naval actions in both World Wars, 
this is a clone of the earlier released Worship. No new ground is broken, 
although this is the better bargain given its more extensive coverage. 

SEA 

CARRIER FORCE *** SSI, $59,95 

A tactical,'operational simulation of the major Pacific carrier battles 
of World War II, this game is extremely slow in execution and its 
historical accuracy may be questioned in some areas. Despite these 
flaws, it covers its subject in an interesting way and is worth the effort 
for anyone desirous of learning about the period. SEA AIR 

CHICAMAUGA*+ GDW, $49.95 

A tactical,'operational study of the Battle of Chicamauga, this game 
offers a plethora of detail, however, its. graphics arc so primitive that 
they doom the game before it gets started. One has come to expect more 
in graphics than this game can begin to deliver! LAND ^ 
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COMPUTER AMBUSH ***+ SSI, £29 ■» 

A tactical man-toman simulation of patrolling in wot Id war 11 . 
The graphics are primitive, but the details make up for this deficiency 
to a large extent, LAND 


OETTYSBURGi THE TIDE TURNS **★* + SSL £29,99 
Similar to ANT ITT AM, this tactical operational simulation of the 
most famous battle in American history is more successful. Tense and 
complex, it is a fascinating game and a worthy addition to any gamer 
with the least interest in the American Civil War. Players should choose 
to begin on the second day for a more familiar simulation the campaign 
scenario will generally result in position* other than historical, but it is 
interesting to see the might-have-beens. Highly recommended. LAND 


GULF STRIKE * + Avalon Hilt, $29.95 

Am operational simulation of contemporary combat in southwest 
Asia fCENTCOM). Detail and historical complexities plus orders ol 
battle abound. Eut the graphics arc enough w deter all but the most 
determined. The map, in shades of orange and black, resembles aBig 
Mac run amok or a sick Prtncetoniam An unworthy conversion of a fire 
Mark Herman board game. LAND SEA.'AIR 


IMPERIL! M GAL ACTUM ** SSI, $39,95 

A strategic space empire -building game, this is a successor to 
COSMIC BALANCE II. More detailed, and potentially more 
interesting. SPACE 


KAMFFGRUTPE***** SSL £29,99 

A tactical simulation of warfare on the Eastern Front during[World 
War II, this game was Computer Gaming World's Game of the \ car 
( 19 ( 85 ). Multiple options abounds the only defect is the Lack of joystick 
input. Still, an essential addition to any wargamer’s library, LAND 


KAMPFGRUPPE SCENARIO DISK I ** SSL S21.95 
Five additional scenarios for KAMPFGRUPPE, they are not 
really necessary. Historical accuracy is subject to question in some ol 
the scenarios* and the basic game itself can recreate any options the 
player wishes. LAND 


MECH BRIGADE**’*' SSL£29,99 

KAMPFGRUPPE in modem warfare on the Central From. \v rule 
the game bears an obvious resemblance to its predecessor, the effects of 
ATGMs and hull-defilade firing positions raise questions as to its 
accuracy- A welcome addition is the inclusion of smoke as an obscuring 

force. LAND/AIR 


OP DILATION ftlARKl T-GARDEN ** SSI, S4 9,95 

A tactical,‘operational simulation of the World War II airborne 
operation {’Money K s Folly’)* this game suffers from poor graphics; 
determining the road network is a lesson in frustration. Also, moves 
may not be adjusted in mid-play, and overall, the clumsy and 
unforgiving user interface dooms this simulation. LAND 


RAILS WEST**★ + SSI,$39,95 

A strategic simulation of railroad expansion m the United States 
during the 19th Century, this is not a wargame per sc, however, its 
economic ’warfare' and educational value make it a fascinating product. 
ECONOMIC/LAND 


REBEL CHARGE AT CHICKAMAUGA **** SSl t $39.95 
A very playable simulation of the Civil War Battle of Chickamauga, 
this product brings out the difficulties of the confused conflict in the 
densely wooded terrain. LAND 


ROMMEL: BATTLES FOR TOBRUK * + OD W, S14.95 

Similar to CHICAMAUGA, this tactical.'operationa! simulation ol 
World War II desert battles suffers from the same defects. Detailed and 
complex* the graphics and slow execution doom it as a playable 
simulation- The supply and air rules are the most complex yet seen in a 
computer simulation, but sheer unplayability and ennui will deter most 

players. LAND/AIR 


U.S.A.A.F. **** + SSI 3 £29,.99 

An operational ''strategic simulation of the Bomber Offensive over 

Germany (1943-1945) on a daily basis. Scenarios range from one month 
to two years, With German production and industrial devastation the 

a I f I! n -a -i ■'W .1 Til a* I ^•’ 1 *1 1 K 



WAR IN RUSSIA ***** SSL £29.99 

An opcrational/stratcgic simulation of the entire Intern Front 
(1941-1945), this game is easily learned and played, -Sheer size presents 
the difficulty; despite its size .and problems with the artificial 
intelligence in the later Stages of the war, this is an essential addition to 
the serious wargamer’s library. Several other companies are planning 
Eastern Front detailed simulations, and they may well detract from War 
in Russia’s appeal, however, it is currently the only Atari product with 


WARSHIP*** SSI, £29.99 

A tactical simulation of Pacific surface naval engagements (World 
W'tt II) The plav and documentation seem to gloss over much-needed 
deIa jk as to what is (or should be) happening, and therefore the game’s 
main appeal is to true naval aficionados and not to those with a marginal 


THE MORIBUND 

The final three 


ARDENNES, BREAKTHROUGH IN THE ** SSL $14,95 
An operational simulation of the Battle of the Bulge, this game 
suffers from poor graphics; determining the road network is a lesson in 
frustration. Also* moves may not be adjusted in mid-play* and overall, 
the clumsy user interface dooms this simulation. LAND 


OBJECTIVE! KURSK ** + SSL SS9 95 

A tactical .'operational simulation of the largest tank battle in 
history. Extremely detailed, although user input is via keyboard and 
somewhat tedious. Overall, somewhat bland as a result of the game 
system utilized. LAND 


REFORGER ’S&**+ SSI,S$9.9S 

A tactical/opertrtional simulation of the next war in Europe. More 
complex than NATO COMMANDER, but suffering from the name 
defects as OBJECTIVE: KURSK!. Both games utilize the same game 
system and seem to lack a game ’soul’, although this game is somewhat 
the more successful. LAND AIR 


That's it. One of the most comprehensive surveys of wargames lor 
the Atari ever published. There are certainly a few missed out, 
particularly those released by British companies. We would be glad to 
hear from anv dedicated wargaming render with m update in similar 
style which includes all U-K. games for publication in a future issue. * 
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THE PAGE 6 # 

AWARDS ' 


YOUR CHANCE 
^TttO VOTE! 



v^iljfYkw yA0\ t/ J + // /1 /; 

Long time readers will know that we usually hold a 
Readers Poll at this time of the year to discover the best articles 
and programs from PAGE 6 in various categories, bui with a loi 
of new readers for the most recent issues we felt it wouldn't be 
quite fair on contributors to earlier issues. Our wider readership 
does, however give us the opportunity to open up the Poll and 
find out what was the most popular software for the Atari in 
198? and -so the PAGE 6 AWARDS, which will also include 
PAGE b contributions^ is bom, We will present an award to 
various people in the categories shown below based on what 
YOU decide. There can be no better reward for any company 
or person than to know that the Atari supporting public at large 
has recognised their efforts, 

So- get your thinking cap on and fill in the voting form. You 
may not be able to vote in every category but you can vote in at 
least one or two, so do it! We want at least one or two, so do it! 
We want thousands of votes so as an added incentive we will 
draw three entries out of the hat on 25th February 1988 and 
send the lucky winners software vouchers worth £25. 

Photocopy this page or write your votes on a sheet of paper 
headed PAGE 6 AWARDS (you can even commit the ultimate 
sacrilege and tear the page out!) and send it to us by 25th 
February 1988, And if you want the chance of one of those £25 
software vouchers 3 don’t forget to include your name and 
address. 


THE CATEGORIES 


1. Best article'program in PAGE 6 for 1987 


2. Best Atari 8-bit Arcade game 


3* Best Atari S-bit Adventure,'Strategy game 


4, Best Atari 8-bit Serious software 


5, Best ST game 


6. Best ST Serious software 

7* Company person to have done the most to support 
Atari in 1987 


8. Company person to have done the least to support 
Atari in 1987 


THE PAGE 6 ACCESSORY 
SHOP 

A superb culleclion of books and 
covers specially for your ATARI 
and the best collection of public 
domain software for the 8-bit and 
ST. You’ll love it. 

Ask for our catalog now 
Phone 0785 57005 
Or write to 

PAGE 6 ACCESSORY SHOP 
lUO, BOX 54j 
STAFFORD, STift 1DR 


ST STOP for PD SOFTWARE 


PAGE 6 began collecting public domain soft¬ 
ware for the Atari FIVE YEARS AGO and was 
the FIRST to gather together PD software for 
the ST, We have an incredible collection of disks includ¬ 
ing languages, games, utilities, demos, graphics and 
much more. 

We don’t throw in everything, we select the very best, so if 
you want the best in PD software ask for our catalog. 
Write to PAGE 6, P.O.BOX 54, STAFFORD, ST16 1DR 
or phone us on 0785 57005 
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There are several companies that have produced wargames 
and simulations for the Atari hut perhaps the best known is SSI 
whose products have always been held in the highest regard. 
Prior to their recent agreement with U.S, Gold there was a 
flourishing trade in importing SSI simulations with dedicated 
wargamers thinking nothing of paying £70 or so for a top-class 
product such as War in Russia! So how does a Company such as 
SSI gain this sort of reputation and support? 


the Ultimate wargaming and 
fantasy company 


START WHEN YOU ARE SEVEN! 


SSI started out in 1979 with Computer Bismarck which 
was one of the first computer games to provide ‘support 
materials' such as movement charts and grease pencils and 
quality packaging which was copied by many others and still 
remains a hallmark of SSI products. The company was founded 
by Joel Billings, an experienced board game player who gained 
a huge following at war gaming tournaments where he often 
played in three divisions simultaneously, managing to win all 
three! He began gaming at the age of seven when he became 
fascinated with the challenge and realism of strategy board 
games. After his school education he had to decide whether 10 
go to graduate college but opted instead for writing computer 
games and so Computer Bismarck was bom on a borrowed 
computer. 

Joel wanted to use the power of computers to enhance the 
board games by providing animation, quick response and 
challenging opponents for solo play. It seemed that none of the 
established companies was interested in this use of the home 
computer so, based upon a few surveys of the likely market, he 
borrowed 31000 and founded SSI. At the time many first 
computer programs, such as those put out by Scott Adams, 
were home produced in polythene bags with crudely typed 



labels but Joel felt he was competing against an established 
board game market and so invested in an innovative tour colour 
bookshelf-sized box, with contents to enhance the software - 
packaging which has since become an industry standard lor this 
type of game. 

Like many youngsters starting in business, the family 
helped out and SSI, despite having an estimated turnover for 
1987 of million, still retains close family connections Joel s 
sister Susan is the company’s operations executive and his 
mother Leona writes many of the instruction books and has 
even learned to program herself. Father Robert, a professor of 
English, writes many of the colourful background stories found 
in SSI rule books. The company is now quite sizeable with 
several more btiard members and 32 staff. It's continued growth 
over the past six years has meant moving Sour times before 
settling in a 12,000 square foot facility in Mountain View, 
California, 

BEYOND WARGAMES 

Although they started with wargames, and have produced 
many of the 'classics' to be found in M. Evan Brooks' survey of 
war games in this issue, SSI now- has a broad range of products 
including Fantasy Adventures and Sports simulations. Many of 
their titles such as Question, Wizards Crown and Roadwar 
2000 are well-known to Atari users and several have won 
awards. Roadwar 2000, reviewed in this issue, was voted as 
'Rest Strategy /War Game of 1986' by a leading American 
magazine and Gettysburg and Wizards Crown have also 
recently been awarded similar titles. In all SSI have produced 
75 different titles and currently market over 60 programs in 200 
different versions, 

Never a company to stand still, SSL target over 50 new 
games a year, including conversions, and uses a strong team of 
internal and external developers to produce their titles. Despite 
this output they regard quality as paramount and this has led 
them to an agreement with TSR which promises to be the most 
exciting event of 1988 for anyone interested in computer 


by Les Ellingham 


adventuring and simulations, 
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Keeping SSI busy for the next five years! 


DUNGEONS & DRAGONS 

Earlier this year SSI entered a competition with several 
other companies in a bid to become the publisher of computer 
games based on the phenomenally successful Advanced 
Dungeons & Dragons games developed by TSR, The official 
Dungeons & Dragons has an enormous worldwide following 
and any company that could produce computer games with 
TSR’s blessing would be sure to have a very successful 1988 
and beyond! 

Obviously many companies wanted Dungeons & Dragons 
so TSR set some very high standards and invited interested 
companies to prove to them why they should have the privilege, 
SSI already had a quality background and were able to better 
their competitors and so win the licensing agreement which will 
last at least five years. SSI will produce a a series of role-playing 
adventures and* as a result of their marketing agreement with 
U.S, Gold in this country, the latter will produce five 
multi-player arcade style adventures all of which will he 
marketed worldwide. SSI will also be producing 
Dungeonmaster/ Player Aid disks to assist players of the 
conventional board games. 

It wonVbe an easy task* for TSR will vet every step to 
ensure that the products are of the highest quality but SSI, with 
their past product history, should have no problems, 

A WHOLE NEW WORLD 

The scope for the Fantasy Adventure simulations is 
enormous as TSR have created a whole new fantasy world in 
which the computer simulations will be based. Entitled 
Forgotten Realms, it will be supported with conventional 
Dungeons & Dragons board games, novels and calendars the 


first of which have already been produced, SSI’s first fantasy 
adventure will be set in the mountains of the Forgotten Realms, 
which take up about 27 square inches of a map measuring some 
24 square feet! If they get the first one right, and there is no 
reason to think that they won’t, there is likely to be a lot of 
adventuring coming your way in the nest five years! 

MORE WARGAMES 

If SSI’s wargaming followers are worried that they won't 
get a look in, they needn’t be for SSI promise that the work on 
the Adventure games will be carried over into a continuing 
series of wargamss that will feature enhanced graphics. In the 
pipeline are several games from the guys who produced 
Gettysburg including one on the Civil War battle of Shiloh and 
another on Napoleon’s battles in Europe. From other authors 
there will be a platoon level World War II game and a 
simulation of the conflict in Afghanistan is also in the works. 

A STORY OF SUCCESS 

SSI then, developed from a young man’s fascination and 
enthusiasm for board games into a major S5 million turnover 
computer company that has just won the biggest licensing deal 
in the computer industry. Having the right product at the right 
time obviously had a lot to do with it in the early years but the 
real story of success is in continually producing software of the 
highest quality, well researched and well packaged and which 
does not date. Computer users will be playing wargames and 
fantasy adventures long after the initial fascination of arcade 
games dies away and that is what Joel Billings recognised way 
back in 1979. a 
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Utilities 



The 


FONT 

FACTORY 


Many readers will know that it is possible to change the 
character «t on the Atari in BASIC and almost everybody has 
seen a changed character set for it is a technique used in many 
commercial games. There have been several character designers 
published in the past but most of them save only the DATA for 
the revised set of characters ad leave the user to devise his or her 
own way of using the new character set. Mow Font Factory will 
allow even those with the minimum of programming knowledge 
to generate and use their own characters sets. Font Factory will 
write the necessary subroutines for you I All you will need to do 
is ENTER the subroutine created into your own program and 




Sarah Keates character editor 
not only allows you to redefine 
characters, it automatically 
writes the subroutines to use 
the new character set in your 
own programs 


- G 


-'A\ 


‘ ^r‘ V -Tl 

I. ■ , a /• Jf 


VT-.-. 

-t 


>J; ,L. , M -,- ~,yC T '.. t, / i* iJ 

editing commands 


The commands available are shown on screen at all times 
but for reference and greater explanation are as follows, 

_l_* — _ Moves the cursor around the grid (there is no need 

to use CONTROL), 


place an appropriate at the start of the program. It is even 
possible for you to load existing character sets such as those on 
the PAGE b issue disks and save them for use in your own 
programs. 

The Font Factory is a flexible and powerful character 
editor. Fonts can be saved on disk or cassette either directly or 
in the form of Basic DATA statements. It can even generate a 
subroutine to install your custom sets into your own programs. 
The Font Factory runs on any 8-bit Atari with at least 32K of 
memory and a disk drive or cassette deck. 


Space Bar - Draws or deletes a point on the grid. 

C - Clears or fills the grid. If the program is in DRAW mode, 
then the grid will be filled in,, if in delete mode, the grid will be 
emptied, 

R - Restores the character being edited to the ROM character, 

S - Stores, the contents of the grid. The character set window 
will be updated to show the new character. 


GETTING STARTED 

Typing in The Font Factory is straightforward if you use 
TYPO 3, just type it in and SAVE it to disk or CSAVE to 
cassette. RUN the program and when the program has 
initialised, the main editing screen will be displayed. In the top 
pan of the screen is a window showing the entire character set. 
In the middle of the screen is a menu of the available editing 
commands and the editing grid. On the grid, an enlarged view 
of the character currently being edited is displayed. Beneath the 
grid, the internal and ATASCII codes tor the character are 
shown. 

There is not room here for a full discussion on the theory 
of character definition but basically any point plotted in the 
8x8 matrix used for each character will be shown as part of the 
character and any point not plotted will be shown as blank. If 
you do not understand the theory fully, just RUN the program 
and experiment by making some changes to a character and 
then storing it, You will see the results on screen and will soon 
get the hang of it. 


N - Selects a new character to be edited. If the program is in 
CHARACTER input mode, type the character you wish to edit 
and press RETURN, If the program is in ASCII input mode, 
enter the ATASCII code of the character, NB: some characters 
cannot be entered in CHARACTER mode, for example Space 
(ATASCII 32). 

< - Selects the preceding character m the set to be edited. If 
the program reaches the beginning of the set, it will wrap 
around to the end of the set, 

> - Selects the next character in the set to be edited, If the 
program reaches the end of the set, it will wrap around to the 
beginning of the set, 

D - Toggles between DRAW and DELETE mode. The 
current selection is highlighted on the menu. 

A — Toggles between CHARACTER and A 1 ASCII input 
mode. The current selection is highlighted on the menu. 


We are proud to present Font Factory , not only because h is a 
good program but because its author , Sarah Keates, is just. 14 years 
of age , Sarah lives in Belgium. The presentation of her program 
and article was one of the most professional we have ever had and 
puis many others to shame! IFftcre are the other ladies r then? And 
how about some of the young (and not so young!) lads seeing if they 
.submit programs equally as good , 


E-Exits the program. This command leaves the user’s 
character set intact, 

M - Restores the ROM character set. 

Shift 1 - Displays the SAVE/LOAD menu. The character 
being edited should be stored before using this command, 


20 Page 6 - blue 31 

















































































SAVING AND LOADING 

As Mated, Shift-1 will display the sub-menu for saving or 
Loading character sets. This Lias 8 options which arc as follows. 

Option. 1 - Saves the entire character set to disk or cassette 
with extension \FNT\ 

Option 2 - Saves the entire character set to disk or cassette as 
BASIC DATA statements, The file will be in LISTed formal 
with the extension \LST\ 


Option 3 - Saves all characters which have been altered 
directly to disk or cassette with the extension *.FNT\ 

Option 4 - Saves all characters which have been altered as 
Basic DATA statements with the extension hLST\ 


ll ion 

HH 110 

ra 170 

HH 130 
IT 140 
CD ISA 

HL 160 

HA 170 
PC 1U0 
ST 2B0 
7H *7<J 
HH 2 00 

NH 2 SB 
BZ 3 00 
CD $10 
ie iio 
ti 330 

TE 3 40 
HZ 3 50 
ZL 3 60 
140 3 7e 
RC 3B0 
RH 3 90 
RS 40 0 


REM 

REM 

REM 

REM 

REH 


THE rDHT FACTORY * 

fay # 

Sarah Keates * 

--____ *. 

REM “ RAGE 5 MAGAZINE - ENGLAND * 
REM HXWK IIHHHHUHHI HUNKNXNil N Di t UH 
REM 
REM 

GRAPHICS & 

GOSHA 5100:BUM 
GQSIJti 5 4 9 B iREM 
CDS LIB 5040: REM HIJIJll 
GDTD IflOiREH 
HEM 


natMTij i-m 


GRSLIG 6381REH 
GOSUB ID03RCH 
GOSHA 660 : REH H I«,1« ||IT!H 
GOSUD S(>fl:RFH ■JJIj WJ.EEm 
KtTUHH 

ai m jjafi iiTTrr a 


FOR L-i to e 
FOR H=1 TO « 

IT CH-DFC (Ll “BIT £MJ <0 T If EH CHHAPIM, 


Option 5 - Loads the entire character set from disk or cassette. 
Option 6 - Loads a partial character set from disk or cassette. 
Option 7 — Lists the directory of drive 1. 

Option S - Returns to the main editing screen. 

A few- notes are useful regarding the options. Firstly; the 
Font Factory includes a routine to validate filenames, It will not 
allow you to enter filenames that are too long or contain illegal 
characters. Font Factory filenames do not need extensions as 
these are automatically added by the program. If you do enter 
an extension, the program will overwrite it. There are two ways 
of entering filenames: 

1. Just a filename The program will add the default device 
specifier (“D:”) and the correct extension, 

2. Device specifier:filename. The program will use the 
device specified (if it is valid) and add the correct extension. 

Whenever you save a character set, you will be given the 
option of generating a subroutine to load the set. If the set is 
saved as Basie DATA statements using options 2 or 4, the 
loader will be included with the DATA statements, and the 
program will have the extension of ‘.LST\ This may be added 
to any program of your own by ENTERing it and then resaving 
the entire program. If the set is saved directly to disk or cassette 
with options 1 or 3, the set will be saved with the extension 
‘,FjSfT\ and the loader will be saved as a separate file in 
LIS1 ed format with the extension \LST’, This subroutine will 
read the character set from disk or cassette but the DATA will 
not form part of your program. 

It should be noted that if you have saved a partial character 
set only, the loader will only load the characters which you have 
altered. The rest of the set will be blank unless you copy the 
ROM set first into the appropriate pari of RAM, 


MM 

HH 

HE 

Zi 

P¥ 

DZ 

KI 

HD 

RF 

0H 

HD 

HH 

HF 

ZJ 

FK 

EH 

w-y 


vr 

GQ 

I1D 

OK 


HJ 


HA 

ZK 

KF 

JH 

RD 

HO 

LH 

HI. 

TK 

HF 

UH 

HU 

HK 

DC 


Ll =45 

4je IF CHDEC (LI —BIT (Ml5—1 THEM CHMAF CM 
,LJ =2*1CHDECCLJ=CHPEC(Ll -BIT tHl 
420 NEXT H 
430 HEKT L 
440 RETURN 
4T5B RF H 

d00 FOP L=1 TO 8 
47R CHDEC(L3-S 
466 NEXT L 
490 FOR L=i TO « 

500 FOR M=1 TO B 


BiB IF CHMRP Of, Ll =20 THfcH tMDfcCCL)=CHD 
EC (Ll+ BITCM) 

520 HEKT H 
530 HEKT L 
54 B RE TU RH 

500 REH ■ " 

BfiB POSITION 1,16 SPRINT "B0B pa 
570 IF TCD>99 THEM POSITION 1,1A:PRINF 
ICD:GOTO BOB 

580 IF ItB>9 THEM FOSITIOH 2.13:PRINT 
ICD 1 . GOTO 600 

590 IF ICtUe THE* PDSITTOi 3.181 PRINT 

ICD 

BOH POSITION 6,18:PRINT ll 00O' k 
61(1 IF ACD>99 THEH HUSIT1HM e, in: PRINT 
ACA:GOTO 640 

670 IF ClCC>9 IrttH PC VIT1 OH 7,lfl:.F»TMT 
flGD 1 G DTD 6 4.0 

630 IF BCD (ID THEN ftlil HON Bj lO: PBTNiT 
A CD 


640 RETURN 

650 REH THS8IM3' El M 

600 FUEL 752,1 
b/u run l = J to b 


600 FOR H=1 TO 8 

690 POSITION H,L + 8;PRINT CUR 4iCHHAPCM. 

; 

700 MEKT H 
710 PRINT 
720 HEKT L. 

730 PANE 752,0 1 RETURN 

750 17 AMD ACD(32 THEM ICD fltPf 


64 

760 IF ACD>31 AND ACK9B THEM ICD ACD 
37 


Font Factory really is very easy to use even with a limited 
amount of programming knowledge. Give it a try, you will be 
able to give a new look to many of your programs. 


L7 77A IF aCD>95 AND ACD<12B IIHH ini> AGO 
Cl 700 IF RCP>12/ fiWP OLD<160 THFM TCD=flC 
0*64 

NE 790 IF ftCG>159 AHO ACD <774 THEN IC0=OC 
P -52 
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PS 800- IF ALP)223 AND (!(:&<255 THtH ICD AC 
J> 

ZC. OL(l RE TUP* 

iv 620 it f h a 

MM 830 IF ICDHr AN& IClKbl THFN 

2 

OM H40 IF irOfai AND TCD«*6 THEN ACD=ICD- 
64 

VK 850 IF It&>« PHD TC&L126 T Ht H ACD=Id> 
20 860 RETURN 

hh 


Mil 6 78 OEM 


liii 


msrr** 


z j 668 LOG=TC® H a: L0C=L0C-1 
RJ 6*6 FOR L-1 TO a 

CM 90(1 CHDEC(Ll=.PEEK(CHTlASE + LOC+L> 

HF llfl NEXT 1 
ZJ return 

UT 930 HIM L-** 1 'I'l’M’MLllM-T^f 
AH ?il) RESTORE *»?(! 

TV 950 FOR L-l TO THREAD Ft 
DT *GU ML$CLJeCNRSCMS;NEH1 L 
31 rrfl RETURN 

ct 968 RiiUiR CODR CMLfl.ST, CHBR5E, 4J : RETURN 

ov ?iu data laij.ieijnj^BSjioijn 

D¥ 1000 RATA £PI. 104 j 133,2 07 j 164 , LIT 
(-S 1810 DATA 296,104, 104,170*160 ,fl 
TO 1020 OAT0 17?,284,145,206,136,700 
Fb 1030 DATA 24S,230,285,230,267,202 
FE 1040 DATA 206*242,96 
PA lose HEN F^nmMn;r.vn-<C 
L7 1060 POSTflQH X,Y*fl: PRINT C«Hl ClSS) ; 

K n 1070 rr KET=6 THEN X=X-1 
WO 1000 IF NC¥=7 THFN X=X*1 
10 10?O IF KEYX14 THEM Y=V“1 
HH HOP ir REY-15 THEN Y=Y+i 
EH 1116 IF Y=fl THEN Y-8 
OP 1120 IF H-0 THEN «-8 
CD 1130 IF X = 9 THE* H = i 
OH 1140 IF Y=9 THEN V=1 
Ml) 1150 FOR 0-15 TO O STEP -BtsOUHO A 
0,01 NEH.T V 

MB 1160 POSITION KjY + 8 l PRINT CHRSllbftl; 
AW 1178 RETURN 

1160 HE« W 


bj0:6010 1500 

Di Li»6& TRAP 327671POKE 766*8 

p-0 14 70 &O5II0 750 : RFM tW^lQljTran■ 

PI J4QO GOSUO jzuiREM Elsa24v3 
V& 1490 POSITION 0 J 22;PRTNI TTLSi 
51 1500 POSITION M,Y+6:PRINT CHRSEZ53);EH 
Rf c isaJ ; 

AN 1310 RETURN ^«, :rl -T nw J 

TP 1530 POSITION O,22:PRINI SPC«! 

SJ 15*0 POSITION 2,2? 3 PRINT ''Cisarins Cha 
rat Ttr ■ 11 ; 

CD 1550 FOR L=1 TO 6 
Oft 1560 rofi HI—1 Tli 0 

ru 1570 IF DFLAGi* THFN CHHAPIt , K?-46 
IY 1500 IF 0FLAG-1 THE* CrtMAP CL , Ml =20 
H5 ±590 NFK1 « 
tl 16 00 WENT L 

tO 16 10 bOSHH 660 1 REM IUfTTWiaEl 
UK 1670 POSITION 0,22 I PRINT TILS J- 
Bt 1630 POSITION X,Y+8SPRINT OHRSC253JJCM 
HiC156J5 
AX 1640 RETURN 
0S 1550 REM 


PO 


CA 1660 POSITION 0,22:PRIHT 5PCS; 

HD 1670 POSITION 2*22sPflJNT “Restoring 
m tharacter■”1 
ETC 1600 LOC=TCRN6iLOC=L0C-l 
CR 16*0 FOP L=1 TO 0 
0P 1700 CH1JEC tLl SPtEK (ST+LDC+L) 

CH 1716 WENT L 
NL 1720 GOSUB IOBerEM 
CY 1730 GaSUD 660 1 REM i3SiIVI^I 
IIS 1740 POSITION B„Z2SPRIHT TTLSi 
CB 1750 pOSTlIf]N K,Y+5tPRINT CrtR5£253*rCH SA 2460 PRINT 
It 5 £1564 ; 

BF 1760 RETURN 

OB 


AG 177 B MEM 


LO 7 170 GOSUO 0.10 : REM BlIlgTf 
PD 2U1H bUSUB 37 0 ; REM NI1JiEV^ALtli 
CC 7110 POSITION H,¥+0: PRINT CMRi (253) fCll 
RSC150J l 

At 2200 RETURN _ 

Ob, 2210 REM ■ * m^r.1 aEKMa ■ 

IY 2230 CHNUH-U 

HU 2236 CHftlTi £15= , "8'":EMALT5ll261= ,, 0' , tCHA 

LTS CZ1 -CHaL TS 

tR 7 7 4 0 GDSUB SOBiHtM IFimMKIlS 
UH 2250 POSITION 0,22t PR1H f TTL*S 
BU 336 0 POSITION Nj r+a:PRINT OURSrz53S;EM 
»St±S81; 

A2 3270 RETURN 
ZG 2200 REM 
Hi 2240 GRAPHICS 0 

K|( 2360 SETCOlOR 2,3, 4 S SETCOL0R t.1,14 
LC Ziia POKF 7 S 2 j 0IPOKC 764 , 755 ;PORT 65,0 
Sr zi26 POSITION 12,0; PRINT ’'iZt* OPTIONS" 1 
HU 3330 POSITION li, 1: PRINT ,H 
HN 2340 POKE 82,B:POKE «3jiS 
36 2350 POSITION 0.2 t PRINT “ 

RY 7350 PRINT 

1 HHDLE fO0t.“ 

2 DATA StatewAtS for WHO 


tiailMIMJUC—» 


gTTTB ; -' 


SU 2378 PRINf 
06 2386 PRINT 
L6 font,"* 
ZK 73*0 PRIWT 
NFt 2*08 PRINT 
TIAL IAht,‘ 
RL 2418 PRINT 
UU 2420 PRINT 
RR 2430 PRINT 
UR 2440 PRINT 
AO 2458 PaxNl 


V , 1 


HU 

UV 11*B POKE DL*11,PEEKIRLF1U*170 
RR 1200 POKE a428& x lS2 
AG 1210 kETURN 

CT 1220 REM "M N'TH J 

GE 1238 PUKt 764,25B 
HH 1248 KEY=PEEKt7643 
LY 12=0 IF KEY-255 THFN 1246 
GR 1,260 IF KFY = 14 DR KTY = 15 OR KEY=6 OR K 
EY=7 THEN GDSUB i86Bt£0TG 1234 
PC 1370 IF KEYiSS THEN GOSUB 1Y6 BeGUT0 12 
38: re h VJ l'KiMHO n 
FE 1280 TP KEY=35 tnEh GOSUB 1418 1 GOTO 12 


IX 


30 ;HEM ■ 

1ZSO IF KEY-16 THEN CDSU8 ± 530 tG 8 ¥O 12 
36 : RF* 

1300 Jf KEY=4* THEN S65U* 1660;GOTO 12 

30; rem p j iii.ujT TJTiiiaaig<ai^ii 4 agj 

1318 IF if6Y =62 THIN GOSUB 1780:68X0 1? 

itmnitsna 


01 1780 POSITION a* 2.2 SPRINT SPCSf 
□F 1788 POSITION 2,Z2SPRINT "StOPiOO t^ar 

i«ter."j _ 

02 1600 GOSUB 460 S RF * fcAlli.L l -T» : M T TUXM 

bm 1810 run L=1 to a 

OC 1820 M-CMDEC in 

pp 1638 POKE CHBASE+LOC+L,M 

GY 1648 NEXT L 

MM 1850 POSITION H > Y+6:PPlNT CHRSElSBJi 
JF 1660 IF CHALT* £100 + 1,100 + 1* ="'0 ,+ THEN G 
HALTS tl CD* 1, ICD + 11 2*+A"* ! CHNUM=CHNUH*1 
VD lOZH POSITION ijiZsPniDT TTLix 

CM 1080 POSITION HjV+OtPRTNT CHRf€253*;CH 

RS £156*; 

BU 1098 RETURN _ 

OH 1*00 HEH ' 3 

HF 1*10 IF DT LAt=l THEN 0FLAG=2 i POSITIO* 
14,14 SPRINT “^DR AH^aBSn* ‘) GOTO 1*30 
RF 192B IF DFLPC-2 THEN DFLAG=I- i POSITION 
14 , ,14 I PRINT * Cft1?n? Z1>ElETE" 

MI 1938 POSITION N,Y +81 PRINT CHP*tl50J; 

BD 1940 RFTUfiM 


ES 2470 PRINT 
SG 2460 PRINT 
TL 2498 PRINT 
RK 2508 PRINT 
UT 2510 PRINT 
H(I 2520 PRINT 
II 2530 PRINT 


1 PARTIAL tout,” 

4 data stattfients For R flH 


BjEE t-“ 

5 WHOLE font,” 

6 PARTIAL font . 11 

PTOJiTTi 

7 Dirpcitory *■■ 

Ult 1 :-■■ 

8 ftrturrt to wa-i-ft protr jb. 
'+3 Select rr 


HP Z.540 POSITION l r 223PPlHT 

mired option ++++VJ 

IJ Z5B6 TRAP 2E401 INPUT HiSjORTiTRAP 32?6 
7 

HH 2566 TF OPT tl OR 0PT>6 THEN GOTO 2540 
MR 2570 IF 0PT=8 TKEN GOSUB S640: I RETURW 
NT 2EQD IF OPT>0 AND OPfC5 THEN GDSU0 2*3 
O 

CO 25*0 IF OPT07 THEN GOSH* 2760 
01 25*5 Xf OPT-2 OR UPT=3 THEN CHNIIM=126 
re 2608 OH PPt GOSUB 2*20,3880,2*28,309B, 
3198,31*0,4858 
TA 2610 GOTO 2290 

mamaaE ■ 


?H 2610 REM 


mu 


3B;REM 

MU 1320 IF KEYAS0 THEN GOSUB 1910;GOTO 12 
30: REM «1 I:>U 

EZ 1330 IF KEY-77 THEN GOSUB 22*0;GOTO 12 
30 : REM ■*!*!Ji C Tf- M^l i iUW 
JJ 1340 IF KEY=55 THEN GO5U0 2088:GUf0 12 
30 : REM ■iliUMJiUlB 

BE 1360 IF KEY=54 THEN G0SU8 llSUiGOT? 12 
SO : PEH ■ UJ<Jf.l i |M a^CT 
LU 1368 ir kEY= 63 THEN G8SUO 2028:GOTO 12 
36 r REM >—'iH 
HI H70 IF KEY=37 THEN GOSUB 1220: GOTO 12 
30 :REM | „P-M4. l l f:lil. WlA a 
ID 1300 IF NEY=42 THEN GOTO 5*40!goto 123 
0 ; HEM 

OG 13*0 GOTO 1Z30 
1400 OEM 


BM 

Yh 1418 POSITION 0,2? s PflINT SPEfJlPQKE 7b 
4.Z3SJP0KE *66,1:TRAP 1418 
B« 1428 IF &FLA£=1 THEN POSITION 2,22lPRI 
NT ■■inter atascII code "i :INPUT »ib:AC 
B 

1430 IF AFLACtZ THEN POSITION Zj22;PRT 
NT M Fnter charicter* ’'jiINPUT nio;cS:AC 
fr-Ase ctsj 

1440 IF a£D (0 OR ACDM27 I HEN GOTO 14 1 


AY 

80 


1*56 REM 


m 


1450 IF AtLAG=2 AND C$ = "'* IhEH POKE 76 


1*60 IF DFL0£=1 TNtN POSITION X.Y+BtPR 
INI ,, * ,, J iCHMflP tX , Y1 =40 : F=68 3 60TO 19*0 
CF 1*70 IF DFLAG=2 THFN POSITION H,Y+03PR 
INI ".“iiCHMAPCN,YI=*63F=246:GOTC 19flB 
PC 1900 FOR U=15 TO 0 STEP ~3:SOUND 0,F,1 
B,O:NEXT V 

NO ±998 POSITION X,Y + 6 SPRINT CHRSdSB); 

AA 7000 RETURN 
ZB1B REM 


XV 

FD 2020 POSITION 0,22sPRlNT SPCSi 
YD 20TB IF AFLAGP1 THEN orLAG=2(P0SI1IGN 
14,15 SPRINT “3 A S D11/iai. n i T-II 1 r 3 G D T B 2 
0 58 

«F 2040 AFLAG = l: POSITION 14 r I5:PfiIHT "3K 
[iH/CHflflflCTFR": 

L« 2850 POSITION X, Y*8 : PRINT CHRStJ.563; 

AS 2860 REfURN 

EG 2060 ICO=tDD+l 
IE 20*0 IF ICO—128 THFN ICD=8 
KV 2106 GOSUB 638: REM D39TH 
01 2110 GOSUB 320: REM m 

8H 2120 POSITION H,V+0:PRINT CMRSC253) i CO 
RS11561J 
AL 2130 RETURN 
EZ Z140 REM 
EZ 2166 ICD-ICD-1 
CV 216B IF IC0=-1 THEN TCD=127 


•Generate xaad 


THEN 


Ml 2630 POINT CHRIT125J 
PC 264» POKE 752>*tLFLAG-0 
HP 2650 SETtOLDR 2,4. p 6 
BH 2-660 POSIT I ON 2,5 J PRINT 
•r subroutine L1 ; 

IN 2679 TRAP 2636:INPUT CSSlF 0*=“ 

26 30 

BY ISOB IF CSO^T" AND C*<>‘ , U" THEN RETIIR 

H 

HY 2690 LFLAG=1STROP 2690 

GH Z7B0 POSITION 2,7:PRINT “Start line n« 

, INPUT ni6j:Ll 

HF 2710 IF Ll<l OE Lli32700 THEN 2700 
DM 2720 POSITION Z*9:PRIHT ^Increnwftt “;e 
INPUT Hi6;L2 

tt 2738 IF Ll<l OR L21108O THEN 2720 
BA 2748 RETURN 

HE 2768 PRINT CHR5C14S* 

RK 2778 POSITION 2,5SPR1NT '’Enter Foot ria 
mp ; "i 

JG 2700 TRAP 27G01INPUT Bl6,FNS 
IS 2790 ir fN$="" 1 TWEN POP 3CDX0 2290 
06 2608 OCX'*U6 4540 

DS 7B1B IF EHJtl,l):^ [ ' THEN 2000 
PZ 2SZO IF QPT=± OR 0PTT3 THEN POSITION 2 
, 7: PRINT “"THe font hi 11 tr saved as i’ 
“SPRINT ■■ al jFFl 

FH ZB36 IF 0PT=5 OR 0P1=6 THEN POSITION 2 
. 7 ; PRINT “The font to be loaded, is : 

: RRiHi 11 ":FFS 

MO 26*0 IF 0PT=2 OR 0PT=4 THEN POSITION 2 
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, 7; PRINT ’'The font will b-e ssuH a?; ; - 

11 - PRINT " ";FLS 

AD 265=0 IF IOPf = l OR OPT^J) AND UFLAG-* T 
HEM R05ITI0H 2, 9 ! PRINT ’’The loader ui 1 
1 be Saved as 1-"iPfilN£ " ";FL$ 

N S Z56H CLOSE «L 
8 L 2570 RFTIIfl M 

DM £060 POSITION Z,Z9;PRTNT EHS 
HA 2B90 FUR A=0 TO 4O0;NEXT A 
IV 29U0 GOTO 2760 
.ih zsie rfh ■ -mj in mar. jt 

PC 29ZB CLOSE U|IPOKE 732,1 
VA 2939 TRAP 7990 
IP 2940 OPEN ai.*.(I.FF$ 

NR 2950 CL05F HI 
GO 2950 P0STTIOH 2,lt!PimiT 

f: IN*.',UJy U.IB- { I ■ 

UK 2970 INPUT ttL6;C$ 

EE 2900 XT Cl ANl> CiO* 


HAj 


1 11LH KLTUIt 


UP 2990 CLOSE ttl 

YU 1000 IF FF$ djlI^'D" THEM POSITION 2,1 
A [PRINT "WRITING IO RISK, P16dS« Hdil 

II 

00 TO 10 IF FFifl,U="C" THEN POSITION 2,1 
A 1 PRINT "WRITING TO CASSETTE. Please W 
alt ... 11 

RI 1020 ir OPTOl 1IILH JH40 

VK 30 30 CHALT$C1)="1"‘;GHALT5 C128I =*'1" ; CrtA 

LTS173=CHALT$:CMNUM=13ft 
Kt 3040 OPEN BJL p » p U,FF5 
DA iOSO PUT RL,CHNUH 
FT 10ft B FOR an TO CHHIIH 
&R 3070 TF Ollfll TS€A P AJs"0" ¥ lit N 1140 
JL 3050 PUT m*A-I 
ME 3090 D-CHDA3E+1 
HI IlOC FOR t-u TO 7 
HI 0110 D=Ptt«t0+C3 
JO 3120 RUT ttl p D 
CO 3130 NEXT C 
DU* 314 D NEXT A 
he lias close ui 

AM 3160 IF LFLAtSl THEN GD1UD 3440 
AV 3170 RETURN 

Z A 3100 KEH ■ ■4L r.Tii«J<i:iiH4J J 
01 3190 CLOSE ItllPDKE 752,1 

nJ 3?HO TRAP 3230 
HI 3710 OPEN tu,4jfljrri 
SK 3220 CLOSE B1:G0T0 32GB 

EQ 3230 POSITION ? r |H PRINT '*■ ■" t 


HA 32hh FOR A=0 TO 400;NEXT A 
DM 3 200 CLOSE HIS RETURN 
NH 37GB CLOSE HI 

l M 3 2 70 IF FF 5 tl P 1) —THEN POSITION 2 P 1 
4; PRINT ■’REAPING FROM PISH. Please wii 
t . . . "" 

QH 3250 IF FF$fl. U="C” THEN POSITION 2,1 
4; PRINT "READING FROM CASSETTE, Please 
wait ... ■■ 

IH 3290 CHALTSfU =»e»!CHfiLTJ(130J^'fl"iCHfl 
LTt (7)-CHALti LChHIlh-fl 
HS 3300 OPEN Bl,4.0,FF* 

HR 3310 GET ttl,CHNUM 
FC 3320 FOR A-l TO CHNLlM 
OS 3330 GET »1,B 
UP 3340 C - C II D A SE 4 t B*BJ 
FG 3350 CNALTS€B*2 P D*II="±" 

HZ 3360 FOR 0=0 TO 7 
EH 3370 GET HI.,E 
KP 3300 PONE 0*0,E 
DU 3390 NEWT 0 
BP 3400 NEKT A 
HU 3410 CLOSE HI 
AP 3420 RETURN 
CJ 343U fltN 


CREATE DISH LOADER 


cr 

3**0 

CLOSE NX 2 POME 752,1 

TA 

T45« 

TRAP 3*90 

MH 

3469 

OPEN B1 T 4.9.FLS 

JB 

3470 

POSITION 2,16!PRINT 




UG 

34 00 

INPUT tllbjtl 

FK 

3490 

IF ClO'F 1 AND cSO 1 


HI: 1 

POP [RETURN 

MU 

3500 

CLOSE «l 

OH 

3510 

OP FM NI,R P o,FLS 

UR 

3529 

L= L1 

LG 

353 0 

TOR H=1 TO 19 

EL 

35*0 

GOSUft 4*79 


HD 

3550 

ZD 

3560 

■in 

X57B 

NT 

3500 

£5M 

3590 

L 9 

3600 

HR 

3010 

URN 

MB 

3629 

£V 

36 30 

UL 

36*0 

HD 

3660 

PH 

3669 

1*1): 

LEN tn 

LD 

3678 

ZP 

3589 

OH 

3690 

HL 

3700 

FU 

3710 

DJ 

3720 

El 

3 73 0 

CM 

3 74 D 

AN 

3759 

BI 

3760 

CD 

3770 

RO 

3760 

YO 

3790 

00 

3800 

MU 

3810 

LU 

3820 

LL 

3830 

R LI 

30*0 

01 

38 58 

NT 

3860 

BM 

38 70 

BP 

3880 

PR 

38 90 

OT 

3909 

Lf 

3910 

LFN 

392N 

ZP 

3 9 3 0 

UM 

39*9 

R2 

3959 

HT 

3969 

NY 

3979 

Bfl 

3989 

DA 

3990 

DO 

4B0H 

FP 

4010 

UN 

*020 

LZ 

4839 

HU 

4040 

Y2 

4050 

EU 

*0 60 

E¥ 

4 0 70 

NR 

4050 

OH 

*0 90 

HI 

*100 

YP 

*110 

EK 

4120 

TV 

4130 

JT 

41*9 

on 

*150 

OF 

4169 

ZK 

4170 

BC 

4180 

PT 

4199 

DU 

*700 

CG 

4 219 

QT 

4220 

-17 =1 

ZA 

4230 

IN 

*7*0 

EJ 

4750 

7F 

4760 

Z" 

*27 0 

HH 

428B 

BH 

4290 

H J 

*300 

URN 

LT 

4310 

ZN 

4320 

UD 

*330 

EL 

4340 

LG 

* 35B 

ZE 

axes 

PH 

*3 70 


BDitDHI "POKE106,PEER11061 —B M ?RET 


'R—PEEK, C1051 *4" 3 RETURN 
'CH 00*256" i RETURN 
■CLOSEtH" : RETURN 
'QPEHH1 P 4,9 P ";BPS£LEN TORS 


! RETURN 
P" I RETURN 


: RETURN 


;RETURN 
I RETURN 
L": RETURN 


n\tm* 


GENERATE DATA STMT 


BDS (DPI -‘"GR r O' 1 ! RETURN 

BO 5 I DP) - l, P—PEEK 1106) +4";RETUR« 

IID 5 (DP3 ="CH-PW2S&"’ S RETURN 


IC 4330 BD$CDP3="G=CH*£0*6)RETURN 


CM 439R R.DS fDP)="F0RD = 0T07 ,, ;ReTURN 
ET 4400 BOS (DPI-"HtA&fLHtTURN 
OH 44 1 0 BUS (DPI - "PONTC *D , E" ; RE T LIMN 
CB 4420 065tbp]T"NLHTD":RETURN 
T.Z 4430 0 05 (OPT -"NEHTA" ; RETURN 
HP 4440 H&S fOPl -"'PQKE756 , P": RETURN 
PA 4456 8DS (DPI A11 UHN" : RETURN 
CP 4400 PFM N^— ^WTTimTE^^ITSIJN; 
PC 4470 BDS=““ 

02 4400 P—LEM fj-Tlti [111 
nr. 4490 BOS 11,PJ=STR$1L) 

OD 4500 DRzp+I 
RX 4510 L-L+L2 
AS 4520 RETURN 

ED 4030 REH ■ J=rH I« 

PI 4540 POKE 702,1 
OH *55 0 


VE 4560 EM$C1)= 
ZH 4570 FFf4l)= 


Vb 4 50 0 F L 5(11“ 1 
HP 4590 FH$tl)=' 


■ lEHS £2)=EMS 
CFFS 121= FFS 
' I FLSE?) =F1£ 
'eFM5(2»zFM5 

1 . GO 


THEN GOTO 396D 


! EHS £15) - H 

trpTusjs’ 

CFLS 1151=* 

;FKStl6)=' 

Pd 4600 FHS(lj169=FNi 

EH 4610 IF FXS El r 21 =."C V " THEN DOS= , ’Cl 
TO 32767 

PH 4 62 B IF FNS (1.2J =”6 ! ” THEN 6US;''bl 1 "1 N 
= 3iECTQ 4 E 7 0 

HN 4630 IF tl.nO-D- 1 THEN 6Uf;"Blt'*tN 

-IThOTO 4B7B 

Ot 4 64O IF FN$ (2,2) >' , B ,, AMO CFH5 f2.21 <=r"4 
** PR FKS T2,21 = ,, 8 ,, S AND FRS C3,3) =■■! " TH 
EN OVS=FXSCL,3) :H=41 GOTO 4670 
ft ft 4650 OWS= il Dl.J" 

At 4660 M-l 
HJ 4670 C = 0 cL=« 

IT 4589 IF FX5 tL, L) - ll " THEN GOTO 4740 
TC 4690 IF FXStL,L)=“." THEN GOTO 4740 
HM 4700 IF C-* THEN GOTO 4740 
HR 4710 C=C+i 

KC 4 72 B IF (FX$fL,L) >=■’«" AND F«a,U<S" 
E*'> OR (FHS CL . L) ) =■■'W 1 AND FRS tL , LI 
"1 THEN L=L+ilGOTO 4650 
TN 4739 GOTO 4020 

RD 4749 IF FX5 CL , LI <>“ Jl AND FXS £L, L3 <> " . 
" AND C-8 THEN EH5 = l i3 Nawe too long ! 11 
1 GOTO 3270? 

DM 4750 FF5 £1,3) -DU5 
TG 4760 NPi(4,IS)=PNSKHdL-11 
IH *770 FFS fL-H+4,15)■FNT" 

FM 4789 FL5 £1,3)=009 
UF 4790 FLS C4,IS)-F HS CH r L _ i) 

SR 4 000 FL?(L H*4 P 15) =■',LST" 

TH 101B GOTO *030 

JN *820 EM$ = H, E Invalid naue ! "■ 

UV *810 PONE 752 r 9!RETURN 

JB 4840 REH .1 fJi.T.i'R^ 

NF 4850 PRINT CH&SC125) 

TJ 4000 SETCPLOR 2,2,0; 5CTCOL, OR 1,1,12 
HH *870 POSITION 1* f 2 : PPTMT ''DIRECTORY* 1 
OR *080 POSITION 2,8; PRINT "D . FNT files 

Ot 4070 POSTTTDN Z,19FPRrNT ”2) ,LST rile 
E" 

OJ 4980 PDSITIDN 2,12:PRINT “31 ALL files 

GH 4910 POSITION 2,14!PAINf “Selett "; 

TA 4920 TRAP 4910;INPUT &T 
Eli 4930 IF D T El DR Of )3 THEN 4710 
AJ 4940 TRAP 32767 

MT *959 TF OT-1 THEN DIR$z"D:W.FHT" 

111 4960 IF Dt = l THEN DIR5—*"D : n . LST" 

HX 4970 IF OT-3 THEN DIfi5-"&1*,*“ 
ttO 4900 PRINT CHRS(125) 

KM; 4990 CLOSE H3;OPFH HI r 6.8 . DIRS 
Ft 5000 PG-0 i POSITION 1,JiROKE 02,2 
UL t-ULU FOR P = 1 TO IfcjTftAP 5060 
PC 5 020 INPUT NS,FN5;PRINT FN4 
C7 5 9 3 B NEHt !> 

SI S04D IF NOT PG INEH PG-1:POKE 82,21;P 
OSTTIDN 21.3;GOTO 5010 
HE 0050 POKE 52,0;FONT 704,255 
HH 5060 POSITION 9,73; PRINT " 


BM 5070 IF PEEKC7S4)=755 THEN 5070 
GO 5ORB TRAP 3Z7G7;RETURN 

AZ 5100 GRAPHICS B 
KM 5110 PONE 106,PEEN T196) - 8 
RL 5120 GRAPHICS OlSETCOLQR 2,8,8;ItTCCLG 
R 1,0,0 
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I 


The 

FONT FACTORY 





modes. 


in the set, 

ictef it 1 th* set, 

copy the ROM character ***■ 

put ifiettu- 
j is required.' 

Us the parting routine- 
_ cter set to dish » r cassette. 

a _ c ri? ct from disk or^ette. 


FAC 


uu sue position iz,i sprint ‘*thp font 

iost' 1 ___ 

TM 51*® POSITION IljSlPRlNT " 

as S15B POSITION 12,7; PfftNT "DR Sar*i- Ksa 
tes": 

011 5160 POSITION 6,9 ; PRINT 
-Rode , BelBiun" 

Eft 5i?0 POSITION 1**121 PRINT 


‘SinT-teT1Psiil5 


:CHALTSn28J = , ' , B-:CHfi 




Tfl SABO POSITION B,1 &ePNINT 

■in- uii r mia m* ■■ : 

ES 3190 Pfl&E:PIEK(I0B)H 
YH 5-2B0 CHB*SE=PO(iEWaSB 
ZK 5210 ST-PEENTTBfclWKBt 

PL S2ZS GIFI CHM*PtO*63 ,CltPEC tBl ,CHOLt StJI 

S) r bit tei ,*RIDS EB1 ,Cf <D ,SPC*C4*J ,TTL4 
C*9 J ,1 Hi 1*0* , NLS fOBJ , IN-2® tlPl 
CE S230 PIN &Ll4tl®>.FNSII01*FFttl51,PL4C 
15? ,f XS SIB* ,EHSt20> .DIPS E73 ,DE$I20» ,& D 
$ 1*53 ,PUStIT 

AF 524* tOSUB ?4fl!t05lie ?60 
01 5250 RESTORE 529® 

UT 5260 FDR L = J TO 1®iHEAD N 
Ift 5270 ML 2S tL , LI -C-UffS tHJ 
MC 528B NEXT L 

FY 5290 OAT A 104,100,255,lS2 r l*»,60 

IIH 5100 RATA 136,200.250 , 93 
PC 5*10 CHNUH=0 2 ACD=Q 3ICD = A 
pH 5320 RESTORE 537B 
&X 5330 FOR L-1 TO B 
ML 53*0 REAP M 


L 53KB BIT(U=H 
iY 536® NEXT L 
EE 5370 OAT A 126,6* 
ftG 5300 SPC-StU-*' 


32,16,6,4,2,1 
!5PtS(4Bi-" "tiPCS (S) = 


B5 S3S0 LNttl>=C«RSC101:LNt**8l=CH«**18? 

LN® HI =LN* 

DM 5*00 CtlftLritl)?' 1 *' 

LTS E23 -CMALT5 
PD 5*10 FOR H-l TO a 
BM 5*2® FOP L=1 TO 6 
(HI 5*30 CNHfiPtl, , rtl-0 
GU 0*40 NEXT L 
FO 5*50 CH&EC-lrt> FO 
HL 5450 NEXT H 
pc 5*70 RETURN 

f. E 5*00 PEN. f -- 

HU 54S0 RESTORE S50O 
IN 5500 FOP L — 1 TO 16 
US 5510 REAP M 
HR 5530 fell*EL*L37tHR5tHl 
GT 5530 NEXT L 

OC 5&*0 HI=IHT ladIMIH IS3 7255S 
TH 5550 10-O0RtPLlSJ-356*HI 
EC 5560 POKE 512,LG 
T4 5570 POKE 313, HI 

VI 5500 frL-PEEK15601*256*PEtK1561J 

BD S590 RETURN 

GK 5600 OATS 72,1*9,7®,1*1,l 0 j 212 
&C 5A10 DATA 1*1,24,2AB,160,224,1*1 
eu 5GZU DATA 9,212,10*,6* 

YH 5530 PEN 

HE 56*0 PRINT GHR$ (1251 
HK 5650 SETeOLOR 2,7,6;SFTtOLOO 1.1,1* 

El 5*60 POKE 82,0 1 POKE 753,1: Pt*K c 730,liP 
®k£ 731,1 

Tt 5670 G0SU® ±19»lREM ■ikElS* L*!*™ 

Cil 5 50 D POSITION 0,7; PAINT LN* 

PU 5690 POSITION 10, t !PRINT "t" 

HT B760 POSITION 0,0-lPRENT " L M 

9 *t DfM ChSPACter 


UH 5720 PRINT ■■ 

ractff 

FC 5730 PRINT 
ter jrid "" 
IE 57*0 pHINT " 
thar aetpr'* 

HJ 575* PRINT " 
1 (haraCter” 
GO 5760 PRINT “ 
HBde 

JG 5770 PRINT “ 
rrra iDput" 

UN 5760 PRINT " 

set 

TD 5756 PRINT " 


J J. g^t next cha 
( C clear charge 
I, R restore POM 
j S store curf*D 
| ? BM/PELETE 
| A ftSCIT/'ljJlElLIH 

■l m restore port 
( E exit progran 


1 SHIFT - I access 


AB BO0O PRINT " 000 *o* 

XX 5010 PRINT " IMT A6C 
170 Htnu "■ 

02 5820 PRINT LNS 
TN 3630 POSITION 10,20; PRINT 
Cf 56*0 &FtA6-ilN^i:¥=l(AFL*6ie 
Y« 5850 POKE 752,OiPOKE 756,PACE 
HT 5060 POSITION N,Y+8;PRINT CNHi€1581 i 
UK 5870 POKE fli,0iPOKE 7«i,1 
V5 bae® Q-USRtA&RtHLlSll 
pp 5890 POKE 752,0 
EX a9SO ICD=33tACD=631 COSUB 320 
MC 5510 POSITION X, Y+® 1 PRINT CHHSdSOli 
DO S92B RETURN 
ttt 593* flEfl 
YI 59*5 POSITION 
*, !55 


[iiiSIFTC 


0 r 22:PRINT 5PC$;iP0KE 70 


SPcS lTTLt=‘ 

aH Kcites 


TNE FONT FACTORS - 0!7 Sir 


DC 571* PRINT 
character* 


PC 595® POSITION 0,22 = PRINT <l Q ARE YOU SU 
HE "I 

tH 593* INPUT CS 

OW 597® IF C#<>"V AND CfO-y" THEN POSIT 
ION 0,22;PRINT TTLS;1 GOTO 1230 
ON 5960 GRAPHICS ® 

01 5990 POKE 756,PACE 

VK 6000 SETCOLOR 2,7,G:SETCOLOR 1,1,12 

tv 6010 END I 


CHEAWE 

ST 

PAGE 

CHMAF(8,S) 
CHDECU8) 
CHNUM 
OH ALT £ 

AGO 

1CD 

aflag 

IlFLAG 
LFlAG 

KEY 
ML’S 

ML2S 

Oil* 

bds 

ffs,fls 


main variables 

■n- - *■ r«r^ w se " 

MSB™^ASE.Thi»tato 

Used t® tell the «ped*c 
al,CT ^iiqrn code uf character 

flag to indicate 

- PEL EfE «°^^^ routtac is 

The tnechm* coot 

u routine to pHflt the 

I hc mnehme lanRTiaec 

■ fl-ct to the gcf i cei flr 

The Basic DA FA '.FNTALST. 

TiUnsmcs^ndcHten^ionK 
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SO 5.25' DSDD MTP] Diiki with lixmihlft utonage be# ■■■■■ ■ ■ 

SO 9.5D" DSDD ] S&TP) Di*k« with lockable storage- ban. 

10 3.00* CF2 Disk! far Aimlradl ate.. 

Plfla* inquire for the beet prices rflastbig paper 


COMPUTER MONITORS ■ FULL RANGE STOCKED 
REST PRICES 

Philip CHBflM-Ceimkr Hewdlee LRC:H kt NimtiWEBCyA-imri -Ur- 

Philip. C:M.3fli!2-t:Juur KC HrTTIVIlrjar trt|MUI + _.... 

Philip, HM'fiOS-Miyh It™ Cram Bm*fl Mcr.iluf - t'-amp 
Phi lip RM T£iJ —i^h A™ Ajrdvr Ehr m n V. L*LIL'_t — Cump 

Hinnix i *3. -Kij.iA.ri R>dU.UU GjIulu Uulie 1 . 

iUirmiGMC H tfil-MsIimii itiK-'jbor. Culuiir Mrr.iLGr* ... 

■ Curra WWl FYm tl.ble 
ItFIM f.M lll':F: - All minim nil driiimd f™ b* ?• 


£123 45 


I CENTEC ELECTRONIC SYSTEMS LID I 
UNIT a, THE METRO CENTRE L 

EURIDCR ROAD, ORPINGTON, KENT ERA 2BE 9 

TEL: mm 35353 (fl Lines) 124 hours) 

Remember all primfiKM VAT Mil lUBvwyl 
Then an pa hid.de n oil™* to p«yl 



ATnNENTNKDN 

ALL 1050 

DISK DRIVE OWNERS . 


The 1050 1.S, Plate. 

The ULTIMATE drive enhancement 
from Innovated Software, 


DETAILS 


Plug in, high quality, easily fitted PCB with 
full fitting Instructions. 

Now with full Happy compatibility, 

Improved drive Speeds - up to TWICE normal loading speed. 
Reduction of drive WEAR and TEAR: 
whole tracks can be stored in the PLATE’S 16K of RAM, 
Supports Double, Dual and Single densities. 

Sector SKEW is no longer required to obtain HI - speed. 

Will run all available disk operating systems, (DOS) including' 
SPARTA DOS, HAPPY WARP SPEED DOS 
AND OTHER HIGH SPEED SYSTEMS. 

The PLATE drive can also emulate other 
drives via its massive on board RAM including: 

IS/ us DOUBLER, STANDARD 1050* ARCHIVER, 
HAPPY, LAZER AND WARP DRIVE. 

HI SPEED reading and writing with special SIO gives 
an increase in speed by a factor of SIX!! 

Many special commands have been added to the SIO table. 



: Attention Atari 
^ Adventurers! 


o' 

^ it* 








,*N° *' V * 

Run by Enthusiasts 


& 




War games Adventure 
Simulation Specialists! 


„aO v 

tA v ° t 




o*'°' 

rff* 

c>"‘ 






o^° 








for Enthusiasts! 

W T e stock: (Disc) 
Atari ST-Apple II 
Commodore Amiga 
IBM Amstrad PC 




\>* G 








Mail Order Anywhere or Visit Our Retail Store 

Send large for FREE price Hat 


Call in for a Coffee At a Chat! 




. » 


COMPUTER ADVENTURE WORLD 

1A Charing; Cross, BIRKENHEAD L41 61IJ, England 
Telephone 051 666 1 112 (.Mon Sat, lOam-Spm) 


SOFTWARE DETAILS 

Supplied with double sided menu disc 
and a special HJ-5PEED menu. 
Built in diagnostic tester, sector copier 
and special backup menu. 


MANUAL 


A comprehensive 30 page manual is supplied with 
complete fitting instructions 

and detailed information regarding software drive control; 
to allow you to access the full potential of the PLATE. 


All registered owners will be supplied with any software 
updates, etc, for the price of a disk and return postage. 



mrm 


GREMLIN GRABBER III 

The most comprehensive f HI-SPEED back-up 
utility disc on the market, complete with manual. 


This complete package 

NOW ONLY £89.95 inc. I 3 iirc./Piifi.ing jjid 12 mcnihs wvnnty. 

A saving of £24.95 on previous advertised price! 


Available only from; 


53 Rugby Road, 

Worthing, 

West Sussex, 

BN115NB, 

Tel: 0903-40509 (24 hr*,) 
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TUTORIAL SUBROUTINES 


4. KEYBOARD 
INPUT 


In this issue 1 am going to deal with one of the most 
common requirements in programming a home computer, that 
is keyboard input. There are several ways of obtaining an input 
to a program when required and it is worth giving this aspect of 
your programs a bit of attention as it can give them a 
professional feel if it is handled well, or give a rather poor 
impression if done badly. 

WHY NOT USE INPUT? 

The most straightforward way of getting an input from the 
keyboard is through the INPUT command, using ** INPUT X” 
for a number or “INPUT Aft" for a string. There are, however, 
two reasons why INPUT is not my chosen way to obtain a 
keyboard input, First, for single keystroke entry such as Y/N or 
single numbers the response is much slicker if there is no need 
to wait for the RETURN key to be pressed. Then there is also 
the problem of error trapping which is not easy with INPUT 
especially when handling strings as the trap works on the whole 
string after RETURN is pressed and not on the individual 
keystrokes of the string entry. For these reasons I prefer to use 
GET instead of INPUT. 

DEFENSIVE PROGRAMMING 

Before looking at the subroutines themselves let me 
mention a programming style called s defensive programming 1 . 

In commercial programming where a team may be working on 
one program this programming technique is essential - each 
programmer works on his own modules of the program trying 
to ensure that there is no way that other modules being worked 
on by other members of the team can conflict with his when 
they are all combined. This requires a very analytical, 
protective point of view, and frequently causes the program to 
be quite complex when simple code appears to fulfill the 
requirement. Defensive programming is a good technique to 
adopt i n vour own programs if you wish to share them wide 1 y, 

In this case you are not protecting against conflict with another 
part of the program but against mishandling by the user of your 
program. It is not easy to make vour program totally crash 
proof but it is a good aim. What would happen to your 
masterpiece if a determined youngster tried to input 
INVERSE CONTROL T’ when the program was expecting 
'YES 1 or 'NO? 

Now to an analysis of t he subroutines - 

YES or NO INPUT SUBROUTINE 

Line 31300 - The first statement disables the break key to 
prevent inadvertent interruption of the program. The way 10 do 
this is to ensure that bit 7 at memory location 16 is not set (this 


i 

ft 

* 

In his continuing series, 

Ian Finlayson provides some 
routines to handle keyboard 
input in your program and 
explains how they work 


means the value in memory location 16 must be less than 1 28;. 
You may use this during initialisation of vour main program, it 
so it is not needed here in the subroutine but it must be reset 
after a Graphics call. 

POKEing 694 with 0 ensures the keyboard is not in inverse and 
POKEmg 702 with 64 makes sure that normal upper case 
keyboard input is selected. 

Line 31310 - Opens I/O channel 2 for input from the keyboard, 
■clears the screen and prompts “Flay again? (Y/N)”. The 
program waits for a key press and when this happens returns 
the key value (in ATASCII) in the variable TT8 then closes the 
I/O channel. If TT8 equals 89 'Y 7 has been pressed and the 
RUN command restarts the program, Instead of the RUN 
command we could RETURN to the main program and then 
GOTO an early line in the program to play again. 

Line 31320 - If Y 1 is not pressed we exit the program with a 
'“Goodbye”. I have assumed that you are using a disk with a 
program called MENU on it for selecting your games. You 
could alternatively just use an END statement to return to 
Basic. 


Line 31330 - This line is very similar to 31310 and returns the 
ATASCII value of the key pressed in TT9, The value of TT9 
is then reduced by 48 (The ASCII value of a number is 48 more 
than its face value). A check is then made to ensure that the 
value is between 0 and 9. 

Line 31340 - The value selected is printed on the screen and we 
return to the main program with the selected value stored in 
TT9. 

STRING INPUT SUBROUTINE 

String input is slightly more complex than the previous 
examples as we have a series of characters to deal with. 

Line 31350 - Opens the keyboard for input, prints a prompt, 


SINGLE NUMBER INPUT SUBROUTINE 

I have not repeated line 31300 here but it is equally 
applicable for crash proofing this subroutine. 
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TO 3I29<9 REM «« PAGE 6 WN 

** SUBROUTINE TUTORIAL-4 ** 
** YES/NO INPUT *«fc 

NO 31300 IF PEEK 0.63 >12? THEN POKE 16, CPE 
EK£161—1283 SPOKE 694 jOiPOKE 70 2,64 
rn 31310 OPEN H2,4 ( B ( "K! ,1 f ? '*K ++PLAY AGAI 
*■? C0/C35 i "J : GET HZ,ITS:CLOSE B21 IF TT 

8-69 THEN RUM 

FH 31320 7 11 f, 4 4G OOPBYE . . * LOADING MENU 

":RU» “t>: MENU" 


TK 31329 REM ** PACE 6 *Mt 

** SUBROUTINE TUTORIALS «* 
** NUMBER INPUT CO“SJ N* 
HI 31330 OPEN B2,4,0, “K ; ,l lt "'N++ENTER A tt 
UMBER CO-SJ: 11 ; s GET 02, TT9 : CLOSE 02 i TT 
9—TTS—48;IF TT9<0 OR TT9>9 THEN 31330 
TM 31340 7 TT9:RETURN 


VY 31349 REM w* PAGE 6 W* 

** SUBROUTINE TUTORIAL-4 «* 

** STRING INPUT *N 

JK 31360 OPEN 02,4,0, «!£?■■:? "N4+TYPE IN V 
OUR NAME i“;:FOR TT18=i TO 20 
OB 31360 POKE 702,64JGET »2,TTll£lF TT11= 
166 THEN POP :GOTO 31390 
YT 31370 IF CTT11<65 OR TT11>122S AND TT1 
1032 AND TT11O120 OR CTT11>90 AND TT 
11<973 THEN 31360 

FA 31300 1 CHRSCTT1XJ■sTTSSCTTIO,TT103=CH 
HSCTT11JiNEKT TT10 
DM 31390 CLOSE 02:RETURN 


then starts a FOR NEXT loop for the number of characters you 
require in the string. I have allowed 20 characters but you can 
adjust this to suit your requirements. 

Line 31160 - The POKE to 702 is here in case the inverse key 
is inadvertently hit between characters, Next one character is 
read into TTll and if its value is 155 (RETURN) it h assumed 
that the string is complete so the stack is popped and we exit the 
loop to line 31390, 

Line 31370 - This line checks for valid characters. I have 
allowed A to Z (65-90), a to z (97-122) also SPACE (32) and 
DELETE BACKSPACE (126). Allowing backspace means 
that a very limited form of correction can be carried out during 
input? but each backspace uses up a character from the string so 
any extensive correction will cause a problem! Any invalid 
character is ignored and causes a loop back to 31360, 

Line 31380 - Valid characters are printed to the screen and also 
added to the end of the string TT8S. This string must have 
been dimensioned in the setting-up sequence of the main 
program and must be (at least) the same size as the FOR NEXT 
loop in line 31350 

Line 31390 - Closes the I/O channel and returns to the main 
program. 


OTHER APPLICATIONS 

This method for keyboard input can be tailored to your 
specific requirements. For example, if you want a number input 
of more than one digit use the siring input subroutine and then 
change the string back to a number by using VAL(TTE8). 

If you are having trouble with any of these subroutines 
write with a s.a.e. and I will try to assist, Ian Finlayson, 60, 
Roundstone Crescent, East Preston, West Sussex 


Don't miss out! Keep right up to date 
with all the latest developments in 
the exciting world of the Atari ST - 
with Britain's top-selling Atari ST 
magazine? 



Among the many features 
you'll find in the January issue: 

• Star Wars; A review of this latest blockbuster plus an 
interview with Domark and the talented young German who 
wrote it, 

• Games reviewed: Defender of the Crown, Bubble Ghost, 
Ranarama, Ogre, Mortville Manor, Screaming Wings, Palace's 
Barbarian and Chessmaster 2000. 

• Examined in-depth: Mark Williams' C, Short Cut, Epson 
EX-800, Pro-Sprite Designer, Graf-Tablet, SvneTrack and 
SmpteTrack Midi packages, 

• Machine code: The STs screen memory is examined in Part 6 
of this series. 

• Gallery: A selection of gruesome creations from beyond the 
grave. 

• Adventures: A review of Infocom's Plundered Hearts. 

• User Port: Part 2 of this D«¥ add-on series. 

® Printer Drivers: Discover what makes your printer tick. 

• Listings: Add a massive printer buffer, play The Golden 
Crown and try our Scrapbook utilities. 

• Word Processing; Part 2 of this series examines maih 
merging, spelling checkers and thesauri. 

Available NOW front your newsagent or larger computer 
dealers - or why not make sure you get every issue before 
they reach the shops by completing and returning the 
coupon below. 


Please send me the next 12 
issues of Atari ST User for £15 
starting with the__^_issue. 


ebit my AccassMsa card no: 

Expiry date 

1 /U 

Mill 1 _L U 1 1 1 



□ I enclose a cheque made payable to Database Publications. 

S i p ned-__Ex piry date;_ 

1^1 a me_,_ 


3 I 
I 


Address. 


Postcode. 


Send to: Atari ST User , Europa House, 

Ad ling ton Park, Adlingion, Macclesfield SK10 5!YP. 


Phone orders: 0625 379920 
Telecom Gt?id: 72; MAGOG 1 
Prestel: Key *89 then 614568363 


Don't forget to include 
your credit card number 
A2 37 and full address. i aai si 


I 
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STORT SOFT 


MAIL ORDER SPECIALISTS 
INCREDIBLE LOW PRICES! 


Ail DISCS CARRY A hfO QUIBBLE REPLACEMENT GUARANTEE ARE CERTIFIED 
TtO% EFFDF FFEE AND COME WITH LABELS, &I" ALSO HAVE SLEEVES AMD 
WHITE PROTECTS FLIP BIDED DISCS HAVE TWO INOFX HOLES AND TWO 

NOTCHES. _ 


SPECIAL OFFER T! 

25 SS 48TPL 5 25" DISCS ft 1 DO CAP LOCKING DISC BOX 
50 SS 4BTPI 5 25' r DISCS ft 1 00 CAP LOCKING DISC BOX 
IDG SS 48TPI 5 25" DISCS ft TDD CAP LOCKING DISC BOX 

26 OS 4BTPI 6 25 ,r DISCS ft TOO CAP LOCKING DISC BOX 
50 DS 49TPI 6,25" DISCS ft 100 CAP LOCKING DISC BOK 
1.00 OS 48TPI 6 26' DISCS ft TOO CAP LOCKING DISC BOX 


5r DISCS FROM AS LITTLE AS 33 PENCE 


fie oo 
£25,00 
f30 96 
£17,00 
£25.60 
£42.00 


BLANK S 1/4 DISCS 


DISC NQTCHER FREE WITH EACH, 100 DISCS PURCHASED 


UMBRANDED 

SS4S TFI 
DS4B TPI 
DS90 TP I 

USDS TPI FLIP SIDED 
MIMIC FLIP SIDED DS% TPI 
MIMIC HIGH DENSITY 1 Smar] 
CO l DLJRED - mu an 
SS48 TPI 
0S4B TPI 
DS9B TPI 


LOCKING DISC BOXES 


TRIAL 10 

25 

60 

100 

IQ in a 
plastic lib case 

£4.50 

£9 OB 

£t7 00 

£33.00 

£5 50 

15.50 

£11.00 

£19 00 

£35.00 

£6.50 

£6.50 

£13.00 

£21 00 

£37 00 

£7.50 

£7 U& 

£ 14.00 

£22 00 

£38.00 

ffl.no 

£B 95 

F2D.DD 

£36 00 

£70.00 

£0.05 

I £23 00 

£62.00 

£100 00 

£100.00 

£24.00 

tch or all one colour 
£5.50 f 12 00 

£2? 00 

£42,00 

£7 50 

£ ?.50 

£ 14.00 

£24 no 

£44 00 

£8.50 

£6.00 

£ 1 B.00 

£29 no 

£50 00 

f n.oo 


HOLDS 50 
HOI ns 40 


£7.9b 
£7.95 


5^" HOLDS 100 £9.95 

60/90 (HOLDS GO 3" w 90 3 ^£9.95 


ANCILLAR1ES 


ST/IBM/AMIGA/PC 1512 TO CENTRONICS PAINTER LEAD 
ST ID RS232 MODEM LEAD , . 

SWITCH EJQX - 2 POSITION lie 1 printer to 2 computers and me* versa) 
Centronics Or RS232 - pi husk: specif 

DUiCKSHOT II MICROS WITCH JOYSTICK _ _ 


£7 95 
£7 95 

£29 95 
£8.95 


3.S" SPECIAL OFFERS 

2& SS^DD 1iS TPHMFtDO] 8 BO m 60/9(1 locking 4>« ton 
SB SS/QD 136 TPI IMF IC’D I ft AO or 60/9P tacking disc (urn 
25 ps/DD 135 TPI (Mr J DO) ft BO nr 60/90 tacking disc; lim 
5D OS/DD 136 TPI(Mf2DD) ft BP at Bft.,'90 l ocking Btsc buj 


ISSlpi unbrandcd 

5-5/nD (MF10B) 
□S/DD IMF2DDI 


CUM AN A OfilVES 


10 

25 

50 

100 

500 

10 

in a case 

f 10.00 

£24 00 

£4? 00 

£92 00 

£390 

£ 12,35 

ttt.so 

£27 00 

£53.00 

£99.00 

£429 

£14.% 


ATAFU ST 1 MEGABYTE 
AMIGA 1 MEGABYTE 

Np ADDITIONAL LEADS OK POWER SUPPLY REQUIRED 


ATARI HARDWARE BARGAIN PRICES 


El 30 DO 
Cl29 00 


520 5TTM £270.95 


520 STM, SF354 I j mep <jriyt| 

520 STM, SF314 (1 mtg fr*ve) 

520 STM, SF054 ft SMI 25 mono rntjiiiieir 
520 STM. SF314 ft SM 125 
1040 STF ft SMI25 mo™ momito* 

Mega ST (2 mtgstJYiM RAM ft I meg driRwl 
Megs- ST 12 meuab^e RAM S 1 mag drive | ft SMI 25 
Mtqn ST |4 megabyte RAM ft 1 meg drirel 
Mega ST 1.4 mag abide HAM ft I mas dr^ef ft SMI 25 
All Hardware comer wilh Frue dust carer*!' AH ST? came with 5 public dam ten discs Histiding CPM 
emuleior and th* arcade game Megarwte. 5 blank discs to gat ¥>hj going or chaose 5 adihuanal 
disc* from nur public domain library Basis language disc and manuals 
520 $TM DNLY comas with 1st Ward word pranessoi and spelling cNiftw 


£279 95 
£339 95 
£374.95 
£434 
£5 JO 
f 045. 
£935.95 
£1095 DD 
f1190 DO 


COMPUTER ACCESSORIES' 


5 DISC HDTCHER I [i cublf vcmr di«c capably on u single aided flnvaf 
OlftO CLEANING KITS L<]ii«l nnn-abrasire lyp* iirriect your valuable snliware 
£3 95 3j:"DtK 

SPECIAL PRICE „ „ , 

MOSFT. 5MM0O4 Printer. SCI 224 Colour Monitor, I 51 Ward ft Spell H pkis 
as above 

MEOA ST (2 meg). SMM804. SC 1224, 1st W&td S Spall H 
MEGA ST |4 meg). SMI25 Htnt Moniior, SLMW Laser Printer ft 
SH205 Hard 0<sc &nve 


£3 95 

£4.95 


csgaao ■■ 
£1250 00 ” 

£2099 DO " 


Jusi win for more infomflalion Cheques etc payahie to STOffT SOFT (In, e,national orders atfd 10% aort rarrat a» pcumlG Sterling by bank draft or international money order. Write lor quote in 

mf fitter currency) 

ACCESS/MASTERCARD/iURQCARD/VlSA accepted. CREDIT CARD ORDER LINE - 0278 39509 
24 HOURS A DAY,'? DAYS A WEEK - VAT & P.P. INC. NO HIDDEN EXTRAS - WHAT YOU SEE IS WHAT YOU PAY 



18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CNI22 7NX 


THE PLAYERS TEAM ARE OUT LOOKING FOR 

YOU! 

CAN YOU WRITE COMMERCIAL QUALITY 
GAMES IN MACHINE CODE? 

Wnte in Strictest Confidence to 
RICHARD PAIL JONES 
PlAYERS SOFTWARE carfva PARK 

ALDE r <Tv1ASTON 

GfcPKS RG7 AON 

or phone: (07366) 77421 (& lines) 

1 


ARE YOU MISSING OUT? 

You've yot lots of questions about your computer but don’t 
knew who to ask! We do! You're nos sure which software is besl 
for your applicdlion! We do! You d like so keep up to d^te with 
new releases and be sure 1 hey are a yood buy, bul who's going to 
tell yov? We will! You urould loot to get to know other Alari 
enthusiasts, bui yuu dion^t know how! We do! You want to gel 
some of that ‘Public Domain' software you've heard about, but 
where from? We Itnow' Yoli dunT want in feel like you're the 
only Atari owner in the world, but where cao y*ou turn loo! Well, 
we can help! Great, bul who are you?? 

We are the largest [and oldes:] Atari Computer Owners Club 
in the U.K. Eor )ugi Lb.t>0 per year you yet help, assistance, hints, 
tips, friends, pen pals, access tu PD software, up to date 
information, games, uLlities, hardware projects, software 
reviews, programming tutorials, and a glossy dub magazine 
every g uarter 

A club magazine as well!! One of those photocopied things 
that is unreadable, eli! Well noJi’s professionally produced, just 
like (hi? magazine you’re reading, it's called MON 11 OR, ynu may 
have heard of it? Yes. friends of mine have rend it and say it's 
greal! EduW do 1 }cin the dub and get my copy of MONITOR? 
Easy just send a cheque or postal order for £b.DO to the address 
below requesting a four issue subscription. Overseas 
membership is £8 TH1 |>ut face for £12.00 {Airmail) 

You won’t be disappointed!! 


The U.K. Atari Computer Owners Club 
P.0. Box 3, Rayleigh, Essex, SS6 8LR 

Independent User Group 
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BASE TWO 

a simple but effective database 


IMG SCAN * 

scanning for under a ton 


P ST SECRETS 

a new programming series 









10 BEST ATARI ST ADVEMTUFES 

1 Phanlasieltl 

2 The Pawn 

3 The Baids Talft 

4 The- Guild uF ThiGVSS 
b NWd A Bert 

0 Gnome Ranger 
7 Space 0,»es1 
B Kn-ghl: Ore - • ■ • 

9 Plundered Hearts 
1<0 22IB Baker Slreet 


£24.96 
£24.95 
£24 95 
£24 95 
£29 95 
£14 95 
£24.95 
£1995 
£24 95 
£24.95 


' 0 BEST ATARI ST BUSINESS PROGRAMS 

1 Firsl Word Plus 

2 VlP Prolessional 

3 Sage Accouhtam Plus 

4 Superbase Personal 
5TnmbBse 

6 Publishing Fanner 

7 K'Sflread 2 
a Tempus 

9 Haba^ew 
no KData 

10 BEST ATARI ST UTILITY PROGRAMS — 

1 Degas Elite 

2 Lai bice C 

3 Typesetter Efcle. . 

4 Ad Director 

5 PC Ditto 

6 Pro Sound Designer 

7 Protesaonal toon Editor 
0 Cad 3 D 

9 Easy Draw 2 . 

10 Back Pack 


£79 95 
£22B B5 
£220.05 
£99.95 
£8995 
£159 55 
£79 95 
£29 95 
£74.95 
£49.95 


£24.95 
£99.95 
£34.93 
£49 95 
£79 55 
E57 44 
££9,95 
£24.95 
£79.95 
£49.95 


£19.95 
£19.95 
£141 JO 
£29 as 
£24 95 
£24 95 
£49 95 
£24 09 
£24.95 
£24.95 
£24.95 
£19.99 
£24 95 
£24 95 
£14.95 
£19.95 
£19 99 
£24 95 
£24 95 
£ 19.95 


COMPUTERS______ 

Alan 52QSTFM tm ..! iy ovt- £ I CHI worlh ul ■■oltware and 

£295 00 
£25500 
£355 00 
£495.00 
£999.00 
£1299-00 
Fvlnno 


Mouse 

Muuse 


SF354 Drve 


accessories 

Atari 520 STM 
Atari 520STM 
Atan 1Q40STF 
Alan Megs ST2 
Atari Mega $T4 

Mega ST j come compluHi wh SM ■ 25 high He? 
Monitor arid Now ire lude Bktlei Chips 


MONITORS --- 

Alan SIM-135 Mono 12' screen 

Alari SM 125 Bought with Compiler 

Philips CM B533 Med. Fies Colour 14 ire toad 

DISK DRIVES 

Alan SF354 5nto Disk Drive 
Atari SF314 1 mb Disk Drive 
Currana 1 mb Dish Drive 
Comana 2mb Dual Disk Drive 
Cumana S.25 T [>$k Drive 


£125.00 
E1KJ.Q0 
£285 00 


tgo.no 
£109 00 
£149.00 
£255 on 
£109 nm 


ACCESSORIES----- 

10 ■ 3.5 SS.'DD Disks Branded 

1G ' 3.5 S&DD Disks Unbonded £12.00 

10 4 3.5 D&.'DD Disks Branded ^ 

1 0 T 3.5 DS'DD Disks Unbonded & 6 W 

Meuse Mai ^ ^ 


PRINTERS 


Micro P MP 135 
Cit..zen 1 20’D 
Citizen LSP-10 
Epson LX-800 
Slar NIl-IQ 

star N624 -10 primer + Sheel Feed 
Juk. &520 Cotour Printer 
Ai our solthvare is ma'<ed at Ihe recommended retail price but 
we girve discount r>1 5% for Access.'Viaa sa^s & a toll ' 0% 
discount mr payrtient by Cast- q- Cheque 


£159.00 
£199 on 
£109 on 
£275 OC 
£27500 
£654.00 
£573.85 


20 BEST ATARI ST GAMES 

1 Star Tr^k 

2 Star Wars 

3 Barbarian Ipalacel 

4 Delenda ol I he Crown 

5 fermrpeds 

0 Barbarian (psygnoFusi 

7 Flight Simulator 2 

8 Gauntlet 

9 Arbdii 

10 Mercenary 

11 Marble Macness 

12 Mission Elevator 

13 Hum lor Fed October 

14 Leaderbosrd 

15 Impact 
10 Senlinel 

17 Sbtorrans Key 

18 Gdldrunner 

19 Me-lrneross 

20 Imernabonal Karate 


Atari 1040 STF 



The Future Present. 


From Atari. At YORCOM. 





OPEN SAM TO 5.30PM MONDAY • SATURDAY 
MAIL. ORDER & CREDIT CARDS WELCOME 


THE YORK COMPUTER CENTRE 




THF. YORK COMPUTER CENTRE L ) Davygare Centre York Y01 2SU Telephone (HOT 641862 
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Rublek have licensed PC DITTO from Avant Garde Systems 
in the U.S.A, to bring to Europe an IBM emulator “that really 
works ” s PC-Ditto is sweeping the States where it is recognised 
as the best of the available IBM emulators. Price in this country 
will he £89.95. Robtek have also released HOLLYWOOD 
POKER at £14.95, if you can't afford a trip to Soho* and 
several other games at a similar price including DIABLO, 

S WOOFER, ALIEN STRIKE and GAMBLER, Also 
available are SKYPLOT, a professional astronomy program 
that will set you hack £69,95 and HOME PUBLISHER, a low 
cost DTP program for the small business user at £24.95, 

Digita International, a company already established! in the 
Amstrad market join the growing number of software houses 
supporting the ST with the announcement of four products, 
two of w r hich are likely to appeal to all home or business users. 
MAILSHOT is a powerful menu driven mailing list program 
which uses a unique system of on-screen scrolling of labels and 
brings WYSIWYG to labelling programs. Routines include 
detection of duplicate labels, surname sorting and many more. 
Price will be £24.95 and an enhanced version will be available 
at £49.95. The second program of interest to home users will be 
HOME ACCOUNTS, a GEM based home accounting 
program for £24.95 which looks to be very interesting. Digits 
are also releasing SPECTRUM ANALYSER which, can link 
to your Hi-Fi to create an exciting visual image of music. 

Signa Publishing Systems LttL is a new r company headed by 
Mike Dale, formerly of Haba Systems, that intend to support 
Desktop Publishing on the ST. The company will import 
document processing and desktop publishing software from 
Western Europe and will offer high quality software and 
hardware peripherals as well as service, training, installation 
and support. One of the products they carry - Si gnum - is 
already recognised as having one of the fines t outputs of text 
and there are similar products coming together with hardware 
such as optical scanners. More information can be had from 
Signa at Trevenen House, Cricket Hill Lane, Yately, 
Camberley, Surrey. 


Frontier Software have an impressive new line-up of add-ons 
for the ST following a sole-distributor agreement with E. 
Arthur Brown Company of the U.S.A. The range of products, 
include a Solder less Expandable RAM Expansion Board 
which is easy to fit and can be expanded later, Initially the unit 
will upgrade a 520STM to I Mb but more chips can be added 
up to 4Mb- Price is £ 1 39,95. The PictaScan Scanner mounts 
onto any printer to produce scanned images of photographs and 
documents which can be stored in Degas or Publishing Partner 
formats. 10 grey levels and ail three resolutions are supported at 
a price of £149.95. Invisible Clock Setter plugs under the ST 
keyboard to keep the dock running even if the machine is 
turned off. Price £29.95. Finally there is the first alternative to 
the ST mouse with Mouse Ball II which retails at £39.95, 

Bug Byte enter the ST market with MISSING: ONE 
DROID, a budget game for just £9.95. The program was 
written by Paul Lay and was the winner of ANALOG 
magazine's S5OU0 dollar programming contest, A fast action 
shoot ‘enuip with dozens of screens and ‘astonishingly fast 
game play'. 


Creation are another new company which is releasing a unique 
scrolling shoot 'em up called SKYRIDER that scrolls from side 
to side rather than vertically, A futuristic game with graphics 
similar to Go Id runner, it features six minutes of sampled music 
plus sound effects and animated backgrounds. Price Is £14,95, 


TANGLEWOOD 


T ANGLEWOOD from Microdcal looks as if it could be the 
best arcade adventure yet to be released for the ST. The 
program will cost £19.95 and looks to bo worth every penny. 
Let the pictures tell the story and get hold of the demo disk, if 
you can. 





Also from Microdcal are LEATHERNECK, a commando 
action game, ST SOCCER and FRIGHT NIGHT, an ‘Adult 
Only 5 game based on the film. All at £19,95, From Michtron 
will be QUICK PAGE, a simple page layout program that can 
combine text and graphics for single page advertising, press 
releases, newssheets etc. Works with Epson compatibles and the 
new Epson laser. Price £29.95, * 
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SECRETS 


Colm Cox delves into the inner 
secrets of the ST — beginning 
with Sound 


This is, hopefully, the first of a 
short series of articles which aim to 
cover some of the more interesting 
features of the Atari ST range of 
computers. In each article I aim to give 
examples in ST’ Basic, C and 680CJ0 
assembly language - which I hope will 
make the examples of som e use to 
everyone, 

This article covers the subject of 
sound. It would be of benefit to have a 
short description of die YM-2149 sound 
chip used in the ST so ITS start from 
there. To save space we * 1 33 call the chip' 
the PSG from now on. 

The 1 J SG has 3 independently 
programmable lone generators i.e, 3 
channels. A noise channel can he mixed 
with each of the tone channels. The 
noise channel's pitch is under program 
control and the tone channel's volume is 
also under control of a program or 8 
hardware volume envelopes. 

The PSG has 14 registers which 
control the tone and noise channels. A 
description of the registers is given 
below: 

REG 0 and It Pitch control of channel 
1, This is a 12 bit value with the low 8 
hits in REG 0, the high 4 bits in the low 
4 bits of REG 1. The lower the overall 
value the higher the pitch- 
REG 2 and 3: Ditto for channel 2. 

REG 4 and 5: Ditto for channel 3, 
REG 6: Pitch control of noise channel. 
This is a 5- bit value, and the lower the 
value the lower the pitch of noise. 

REG 7i Mixer control. This register 
controls the overall Output. Each sound 
channel can be tone only, noise only or 
tone and noise. This register controls 
the combinations. Table 1 gives a 
description of the use of each bit. 

REG S: The low 4 bits control volume 
of channel l but if bit 4 is set then the 
volume is controlled by a hardware 
envelope. 

REG 9s Ditto for channel 2. 

REG 10* Ditto for channel 3. 


REG 11 and 12; The hardware 
envelope can last a certain amount of 
time, called the sustain period. This 
register defines this period, 

REG 13: This register defines the shape 
of the envelope to be used. The 
■envelope in use is global to all channels, 
but what are the shapes of [he hardware 
envelope? If you look in the ST Basic 
Source Book, under the command 
“WAVE 1 a list of the envelope shapes is 
given. What - it isn't there? The early 
sourcebooks were sent out missing some 
vital diagrams! For those of us with an 
early manual, myself included, Figure 1 
shows the envelope shapes along with 
the number to place in REG 13. 

So now you know about the 
registers, how do you access them? It is 
not possible to access the registers 
directly but two locations, RFF880Q and 
SKF88Q2 are the answer, 

&FF880G WRITE - Register select, 


store the number of the register you 
wish to access here, 

SFF8800 READ - Read data, after 
storing the register number here, 
reading this location will yield the value 
stored in that register, 

IFF8802 WRITE - Store data., after 
storing the register number in SFF8800 
you can write to that register by storing 
the required value here. 

5FF8SQ2 READ - Always returns 1SFF 

Note: The above registers arc 8 bit 
registers. 

NOW FOR THE 
PROGRAMS 

Listing 1 is an example of using the 
above method to program the PSG from 
ST Basic. For the BASIC programmer 
there is no need to go to these lengths as 
ST Basic includes the necessary 
commands, however the Basic 


to 

2 £> 

30 

40 

50 

to 

70 

eo 

90 
100 
no 

1 20 

ISO 
140 
150 
160 
170 
190 
190 
200 
210 
220 
230 
240 
250 
260 
270 
200 
290 
300 
310 
320 
330 
140 
350 
360 
370 
300 


REM ********************** 
REM -It 
REM * 

REM * 


*#* ** ■ * * *####■##*» 
ST Secret* series 
by 

CdLM CD* 


**»*■**##*-** ******* ** 


REM * ---------- ' . 1F . . 

REM * BOUND - ARTICLE ONE - LISTINE ONE * 

REM * 1ST BASICS * 

REM * PABE h MAGAZINE - ENGLAND * 

REM •#*#»#*«*#»•****#*#•«**•*• *»t*#«*****m*** • 

HEM 

REN ! FIRST SET PITCH DN CHANNEL 1 : 

REM ---- 

REGlSTEFt-Oi VALUE* 100: GQSUB SET. SOUND 
REGISTERS I VALUE-21GQSUB SET* BOUND 

REM 1 NOW SET VOLUME ON CHANNEL 1 ! 

REGIBTER-H1VALUE™15^ GQSUB BET.SOUND 

REM 3 NOW ENABLE tDfC ON CHANNEL 1 

REG15TER-71VAUUE=LHFEiGD5UB SET,SOUND 

REM *—-+ 

REM S NA1T FDR A BIT S 

REN +------ - —* 

FDR DELAY-1 TO 20*0.NEST DELAY 

REM i NOW DISABLE TONE ON CHANNEL 1 

REG 1 STER=7: VALL1E-LHFF : GO SUB SET.. 50UND 

END 

REM 

REM ■ • **##*##*#*“*** ***##»#*-*#*#* ** ***##**#*#**• ********** 

RE M *# 6,p ROUTINE TO PUT 11 VALUE" IN PSO REGISTER NUMBER "REGISTER"' ■■ 

r£m ***** ••• *** #»*•*#***** * ****«-##*-#» ***■*+##***■*** ** ********** ****** 

SET.SOUND;DEF SEG=a.HFFSBDO:PDKE O, REGISTER: POKE 2,VflLi^ 

DEF 5EG=0:RETURN 
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Sourcebook docs not give the best 
description of the commands so the 
following is a description relating the 
commands to the explana tion of the 
PSG given above. 

SOUND CHANNEL. VOLUME, 
NOTE, OCTAVE, WAIT - Play the 
note NOTE, in octave OCTAVE on 
channel CHANNEL at volume 
VOLUME and wait for W r AIT 50ths of 
a second before returning control to 
BASIC. The only bad point of this 
command is that the large tone range of 
the PSG is missed out by the fact that 
SOUND used musical notes only. 

WAVE ENABLE, ENVELOPE, 
SHAPE, PERIOD, WAIT - ENABLE 
controls the tone and noise output. Its 
value is stored in REG 7, ENVELOPE 
enables/disables envelope control of 
volume on the low 3 bits of channels 1 
to 3, a I meaning enable envelope 
control. This parameter is related to 
REG 8 - REG 10. SHAPE is the shape 
of the hardware envelope to be 
employed, and is stored in REG 13. 
PERIOD is the period of the hardware 
envelope and is stored in REG 11 and 
12. WAIT has the same effect as in the 
SOUND command. 

The only real advantage of 
accessing the PSG’s registers from 
BASIC is that you can alter the pitch of 
the noise channel. A subroutine, along 
with a program which shows how to use 
it, is given in Listing 2 - called 
NOISE.PITCH, NOISE,PITCH 
expects the new pitch to be in a variable 
called N.P 

DOING IT IN ASSEMBLY 
ORC 

For the Assembly and C 
programmers, the hardware registers are 
one way of producing exciting sound 
effects and music with the ST. This 
section onwards will deal mainly with 
programming in C and Assembly 
Language. 

Direct access of the hardware 
registers is not the only way of using the 
PSG. Atari thoughtfully provided 2 
routines in the XBIOS (extended Basic 
Input Output System), they are: 

GIACCESS and DOSOUND. 

Gf ACCESS 

This routine allows easy access of 
individual PSG registers. The calling 
mechanism from Assembly Language is: 
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rt« 


. global i _dp*'OLJ«ad | 
doioundi 
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Ft* 


cal 1 ^Tbici* 

move. 1 (mp) + ,save_E*UBi-_rpturn 

move. 1 tap> + i»*yE,in*-ir*_retLJi*o 

mnvE.K* dK5 t --[sp) 
trap *xbi ns_ruimber 
addq-1 *2,*p 

mnv e. 1 i*ve ,m*i njrmt urrt, - «*p> 
rfiovw-l uvp_c al l *r_r«turn , - Cap J 

rts 
. b5S 

*1V«_ mm i n_ r eturfi 

,space 4 

s#™_call«r_rstixrft 

r sp*te 4 


j T pm l ■g.sgom*rtt — f£JF l i src llSE 
« giaccE** can be ace***®*! 
g. other «odul»* in liokaop- 
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i Call JtbiP*- 
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| Opcode +or dosound in DO 
; Call HiPiob-. 
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.. p.p tpiGS caller - args 0#i *tEClt- 
I Function # irt 00- 
5 Save caller return addra**- 
j Save mainline rEturo addreas. 

: Push XBIDS funetiotr » 
j Call IBlDS for real. 
i “Pop" function # 

. Push eaioiin* return addrsaa. 

, Push caller return address. 

} An d ret urn to callar. 

I Variable segement — -for linker. 

I 1 long “ 4 bytES. 

I 1 long - 4 bytes. 


SHAPE 



Figure 1 - Hardware Volume Envelope Shapes and 
value store in Reg 13 


MOVE.W ^REGISTER-NUMBER, 
^SP) 

MOVE.W #DATA_TO-WRlTE J 

<S?) 

MOVE.W #28,-CSP) 

TRAP #14 
ADDQL #ft,SP 

When writing, 

REGISTEPAN UMBER has the high 
bit set, when reading 
REGISTER-NUMBERS high bit is 
cleared. In the case of read, 
DATAJTCLWRITE must still be 
pushed onto the stack. When reading, 
the value returned is in DO. 


dosound 

This routine is called ‘The Sound 
Processor’, and is a very useful routine. 
It requires a buffer containing a list of 
s sound commands 5 which are processed 
by this routine. Calling mechanism from 
Assembly is: 

MOVE.L #BUFFER,-(SP) 
MOVE.W #32 r (SP) 

TRAP #14 
ADDQ.L #6,SP 


BUFFER 

.BYTE 2,10j3ji ,7,830,8,15,S82,G 

Each byte in the buffer is either a 
command or data. Each command 
requires some data. 

SCO - SOt' store a value in PSG 
register. These commands store the nest 
value in the PSG register specified bv 
the command, for example 
3 - 00 ,SFFJOl,SEE stores SFF in REG 0 
and SEE in REG 1. 

S80 stores the next value in a 
temporary register. 

§81 - the first value specifies into 
which register of the PSG the 
temporary register will be stored. The 
second value is a 2*s complement value. 
This value is added to the contents on 
the register specified above. The last 
value is the end value - the addition of 
the second value to the contents of Lhe 
register will continue until the value in 
the register reaches this value, 

&82 - SFF - if the next value — 0 then 
control is returned to the main program, 
otherwise sound processing is halted for 
the time specified by the next value in 

‘iOths of a second. 

Note: It is important to end buffer 
with a command such as: 682,ft00 - 
which will return control to your 
program, otherwise the sound processor 
will continue to process the RAM 
contents, with some odd effects! 
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Table 1 

Use of each bit in Register 7 
Tone Control 

Bit 0 - 0 means channel I tone on 
] means channel; I cone off 
Bit 1 - 0 means channel 2 tone on 
I mcan?i channel 2 tone off 
Bit 2-0 means channel 3 tone on 
L means channel 3 tone off 

\(ii$e Control 

Bit 3-0 means channel I noise on 
3 means channel 1 noise off 
Bit 4 - 0 means channel 2 noise on 
1 means channel 2 noise off 
Bic 5 0 means channel 3 noise on 

I means channel 3 noise off 


THE ASSEMBLY AND 
C LISTINGS 

Listings .3 and 4 are the required 
Assembly Language interface between 
Cand Assembly Language. Listing 3 is 
required fur HABA C 5 the C I use, 
which is in some respects a 
‘nonstandard* C, Listing 4 is for 
‘standard 1 C- the Digital Research C 5 
among others. Hither of these listings 
are required to run Listing 6, 

The code is designed to allow it to 
he used in your own programs. First of 
all type in and assemble the code 
specific to your G* then whenever you 
wish to use one of these routines just 
type, as the first line of your program: 

extern short giaccess(},dosound{)- 

and, at link time make sure you link in 
the listing for your C. 

Thai’s about it for sound* the rest is 
up to you! Listing 5 is for the Assembly 
Language programs among us. The 
amount of code does not justify the end 
result, but in general the speed of 
Assembly Language is more than worth 
the extra effort. 

Listing 6 is in C and shows just 
how fast C can be. Some of the 
functions in this program may be of 
some use in your programs. Try 
changing some of the parameters and try 
adding your own effect routines - it’s 
very easy! 

In the next article I’ll be taking the 
first of two looks at graphics, Don’t miss 
it! 

If you have any questions on the 
article you may write to me, Golm Oix, 
I0j Graigue Courts Poppincree, 
BalLymutu DUBLIN 11* Ireland. Please 
enclose a S. A.E if you want a reply. # 
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m-cache 

Microdeal 

£24*95 

Reviewed by 
Mark Hu tchinson 


When I read the press advects 
about this program I must admit that it 
did look promising. A cache is used for 
storing often read sectors,, such as the 
directory. Therefore 3 instead of waiting 
for the directory to be read off the disk, 
it will appear immediately from RAM, 
Unfortunately it will only work with a 
hard drive. 

The utility is divided into two 
parts. The first, MCCONFIG.T0S, 
allows you to decide which of the 14 
logical drives to cache. You earn divide 
the hard drive into smaller units for 
greater protection of data and faster 
access times (termed partitioning). 1 he 
cache size can be from 1 to 1024 sectors 
0 f 512 bytes each. The setting is saved 
to M- CACHE ,PRG. At this point no 
verification takes place, so if the disk is 
write protected, there is no error! I have 
found this to be a common thing with 
Mkhtron programs, 

M-CACHE.PRG sets up a cache in 
RAM, which can only he reclaimed by 
rebooting. One good point is it will not 
install itself if it w^ould leave less than 
64K. It can be loaded via an AU 10 
folder and, as the last file, it can be 
aborted by a key press before it is 
installed. 

Quote, "How to use M-CACHE - 
You do nothing!*, unquote. This is why 
it has been split in two. Once you have 
set the parameters of the cache you need 
do nothing else, it will dag, store and 
recall the file from RAM itself. I tried it 
with the manual for ST WRITER (90K) 
and a smaller (5K) die. It automatically 
recalled the 90K from RAM, without 
access to the drive, after the 5K file was 
loaded. 

It works well and I found no 
strange errors, but does it merit the high 
price, and would you want it? If I 
wanted to write an article about 
programming and disk access, this 
would be a great choice for the tutorial 
program. However, £24.95 ior this one 
program, two years old (copyright 
Mkhtron 1985) s no thank you. If it had 
been akin, to some of the Public Domain 
collections, and two years ago, I would 
have jumped at the chance. « 
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EASITALK ST 

XLent Software 

£29.95 

Reviewed by 
John S Davison 

A communications desk accessory? 
Well, why not? If you use your ST for 
electronic mail or remote database 
searches its nice to be able to have 
instant access to comma facilities while 
using some other GEM based program, 
such as a spreadsheet or word processor. 
Even if you don’t use electronic mail as 
such, but just tinker around with 
bulletin boards Easitalk could be of use 
to you, as it offers lots of facilities at a 
reasonable price. You can quickly learn 
to use the program as it comes with a 
good quality 46 page instruction 
manual* most of which is written in 
tutorial style.. 

It runs in either medium resolution 
colour or high resolution monochrome, 
and offers VT52 terminal emulation for 
text-only bulletin boards and services, 
and also PRESTEL viewdata emulation 
in colour or monochrome. It handles all 
PRESTEL features except flashing 
colours and cursor. In monochrome it 
uses shading to differentiate between 
PRESTEL colours. 

File transfers can be handled using 
ASCII or the Xmodem protocol. When 
using Xmodem you have a choice of 128 
or 1024 byte blocks and checksum or 
CRC checking. The instruction manual 
contains a list and explanation of 
Xmodem error messages* about the only 
time I've ever seen this. Full marks* 
XLEntl 

A 64K capture buffer may be 
toggled on and off to record incoming 
and outgoing text as required. Amount 
of free space remaining is shown in a 
status display at the bottom of the online 
screen. The buffer can be saved to disk 
and cleared when required. Buffer 
contents can’t be viewed directly, but 
only by saving the buffer to disk then 
reloading it again, and using the 'local' 
duplex setting to route the data to the 
screen. The buffer can’t be printed or 
transmitted cither. XLEm should 
rework this part of Easitalk to improve 
the facilities. 

Viewdata frames may be saved to 
disk and reloaded later for reference. A 
frame may also be printed at any time, 
either in text-only form or as a screen 
dump to the printer via the 
ALT-HELP facility. 


Full control over the RS-232 
transmission parameters is possible, 
with baud rate settings from 75 to 19200 
(including split rates for PRESTEL), 
parity, stop bits, word size, duplex, and 
flow control. IPs possible to define and 
save lists of up to ten services or bulletin 
boards you use, together with their 
phone numbers, user-IDs, passwords, 
and the name of an associated command 
file. This may then be used for 
autodialling, auto-logon, or even to fully 
automate a complete communications 
session, including retry of engaged 
numbers at specified time intervals. 

This means you could let Easitalk 
collect your electronic mail for you at a 
specified time, perhaps during off peak 
periods when phone and connect time 
charges are lowest. 

In summary* Easitalk offers very 
good value, having facilities only 
previously available at a much higher 
price. If you need a versatile low cost 
communications program this could be 
the one, * 


LabelMaker 
XLEnt Software 
£19,95 

Reviewed by 
John S Davison 

LabelMaker is a useful desktop 
accessory providing a quick and easy 
method of creating, editing and printing 
labels. It was originally commissioned 
for use by XLEnt themselves for 
producing address labels, as no other 
available software met their needs. You 
may think £19,95 is a lot to pay for a 
program to print labels, but much 
thought has gone into this product to 
make it really usable, 

As it’s a desktop accessory it’s easy 
to call up from within other GEM 
applications (a word processor, for 
instance), This makes it eminently 
suitable for printing one-off labels, or 
even direct printing onto an envelope if 
your printer will allow it. 

Address (or other) labels may be up 
to six lines long, plus two further lines 
for additional non-printed data, 
comments, etc. Labels can be created 
and saved to disk as single items, or 
added to the program’s integral 
database. Strangely, you can’t delete 
labels from the database, but this may 


be done with a separate text editor or 
word processor. You can have several 
different databases it you wis b. The 
advantage of the database is that it has 
useful search facilities, allowing you to 
retrieve one or a series oflabels 
matching your search criteria. Also, 
XLEnt claim the database format to be 
compatible with many other word 
processor, database, and mailmerge 
programs, so data could be interchanged 
between them, Format details are 
provided in the instruction manual. 

Included in the package is a printer 
Bettings desk accessory. This can be 
used independently of LabelMaker and 
lets you Bend appropriate codes to set up 
your printer to produce a particular 
style of characters. As supplied the 
program allows you to choose character 
pitches from Large, Elite, Small* Tiny, 
and to use Italic, Bold, and Proportional 
options. You can also reset the printer, 
execute a form feed, and toggle "skip 
over perforations’ and the printer’s 'out 
of paper’ detector. They’re selected by 
clicking on buttons in the dialogue box 
displayed when you invoke 
LabelMaker. 

These default settings are designed 
to work with an Epson FXfiO printer, 
but a couple of extra tables are included 
for use with other printers. By using a 
separate text editor or word processor 
you can produce your own printer table, 
This means the buttons may be 
customised with whatever names you 
chose, and to produce whatever 
character styles your printer can handle, 

When printing labels you can 
specify horizontal and vertical 
positioning, ensuring each address is 
aligned with your label stationery 
layout. You can also state the number of 
copies of each label required. It handles 
only single strip label sheets, not the 
type with several labels in rows across 
each sheet, 

The program also has optional 
print spooling (using memory 
buffering), allowing label printing to 
continue while you use the computer for 
something else. 

LabelMaker is a very useful 
program, made even more useful by 
being constantly available as a desk 
accessory. It could soon repay its cost in 
time saved. * 
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Teuipus 

- the Text Editor 

Eidersoft 

£ 29.95 

Reviewed by 
Steve Pedler 


Anyone who has programmed his 
or her ST at all will have used some sort 
of text editor to enter the program into 
the computer. Manufacturers of 
computer languages usually (but not 
' always!) provide some sort of editor 
with the language package. Why then 
would any software house expect a 
programmer to pay £10 on top of the 
expensive language software when the 
editor is something you get for free? 

Unfortunately, the quality of 
bundled text editors is not all that high. 
Software manufacturers are 
understandably reluctant to expend time 
and effort on a product which is merely 
to be given away. Tempus? from the 
German software house Creative 
Computer Design is an attempt to 
combine the best of both worlds, but 
you will have to dig deep into your 
pocket for it. Is is worth it? 

Tempus comes on one single sided 
disk plus a comprehensive loose leaf 
manual in a grey ring binder. The 
manual is well printed and very 
thorough and clear in its. explanations, 
screen shots are used where appropriate, 
The disk is not copy protected, the 
manufacturers having correctly 
surmised that no-one would buy a text 
editor that could not be copied onto 
other disks. You do have to go through 
an installation procedure the very first 
time you use Tempus, but it is quick 
and easy and it only has to be done the 
once (in fact you can only do it once as 
the installation program is deleted after 
it is run!). 

The editor itself is fully 
GEM-based but has been enormously 
enhanced in that many of ihe GEM 
routines have been rewritten in bSOOO 
assembly language which considerably 
increases the speed of operation (GEM 
itself is written in C). On loading the 
program you are presented with a file 
selector, not the standard GEM file 
selector we know and love(!) s but a 
completely revamped selector with 
many additional features. For example, 
it contains selectable buttons for all 
currently available drives, il you want to 
look at the directory on another drive, 


just click on the button, There are also a 
series of buttons to select all the 
common filename extenders (.C s .DOC, 
TXT?. S etc) so you don't have to keep 
re-typing the directory line of the 
selector. This is how the GEM file 
selector should have been written! Two 
problems with the standard selector 
have been put right* typing an 
underscore into the directory line no 
longer crashes the machine, and the 
'action 1 button, (which contains ’OK 1 on 
the standard selector) now contains the 
name of the operation to be performed 
(Load, Save etc.). You can also pass an 
argument line containing the name of a 
file to be loaded when Tempus is run* if 
you run it from a shell program. The 
authors say that Tempus is compatible 
with currently available shell programs 
although there was apparently a 
problem with early versions of 
Meta comet)’s Menu + (later versions are 
OK). I have been using Tempus with 
Menu + for some weeks now without 
difficulty. 


‘one of the finest 
pieces of 
professional 
software’ 


File loading and saving has been 
speeded up - simple tests showed that it 
took 7 seconds for Tempus to load a 
35K file, 18 seconds for Mracomco’s 
ED and 22 seconds for 1st Word. Up to 
four files may be present in memory 
simultaneously and the loaded file is 
displayed in an enhanced GE*M 
window. The title line of the window, in 
addition to the file name, contains the 
current line and column numbers that 
the cursor is in and these are updated 
when you move the cursor. This makes 
it very easy to go to any specified line, 
but more of this later. A major 
improvement is found in the window 
arrows and scroll bars. These 
auto-repeat so that all you do is click on 
an arrow or scroll bar and hold the 
button down to scroll through a 
complete document. Scrolling is 
incredibly fast- a complete screen of 
text scrolls smoothly past in under a 
second. 

Tempus contains a full set of 
facilities for moving around the text 
more precisely. You can jump to any 
specified line number, move to top or 


bottom of the text, or to the beginning 
or end of a line - all with equal speed 
and case. You can also set invisible 
markers in the text and so move 
instantly to and fro between different 
areas of the text - a feature I found to be 
extremely useful. All the usual block 
and search, replace facilities are there, 
and are carried out so quickly as to be 
virtually instantaneous, The editor can 
even build a cross-reference list for any 
specified string. Once the list is built? 
clicking with the right mouse button on 
an entry in the list moves the cursor 
instantly to that tine in ihe main text. 

Tempus has many other features, 
too numerous to discuss in detail here? 
but I will just mention briefly that it can 
of course print your text files, that there 
is an inbuilt programmer’s 
calculator, that a digital clock is 
displayed at the top of the screen and 
that it can use alternative fonts designed 
with DEGAS, The facilities of Tempus 
are accessed either through drop-down 
menus or via the function keys, and all 
fadlities are also available from, the 
keyboard using Control-key or 
Alternate-key combinations. If you use 
certain text strings frequently these can 
be assigned to one of the function keys 
used in conjunction with Shift or 
Alternate. These and many other 
customisable features of Tempus can be 
saved to disk as part of an installation 
file loaded whenever Tempus is run, 

I can only think of one missing 
feature - there is no facility to 
automatically change the case of a letter 
or word on which the cursor is resting* 
you have to delete and retype it. It 
would also have been nice to have one or 
two disk utility features present? such as 
disk format and file deletion and 
rename? but this is just nitpicking. 

There is one small but irritating bug - 
you cannot get the apostrophe (’) from 
the keyboard! The reason is that the 
inbuilt clock can be toggled on or off 
with the Alt-’ combination, but the 
’-key without pressing Alternate has the 
same effect! All is not lost though 
because Tempus can display a character 
table similar to 1st Word? and you can 
get the apostrophe from that, I can live 
with this in order to use this amazing 
program. 

Having run out of superlatives, all I 
can say in conclusion is that if you are at 
all interested in programming the ST 
you will find Tempus very useful 
indeed. Go out and buy what must be 
one of the finest pieces of professional 
software available today. It is worth 
every penny. * 
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version 2 ONLY £59.95 inc. Hardware 
Price £59.95 

Pro Sound Designer is the heart 
of the ultimate ST sound system 
The new HI FI version 2 lets you 
sample sounds from the real 
world and then record them 
using your ST computer. These 
digitised sounds can then be 
replayed via your ST f s speaker or 
Hi Fi system. The Pro Sound 
Designer package is complete 
and includes hardware/software 
and full manual. 


New Hi 


"The software not only looks 
good, it also performs well." 


"Both home enthusiasts and 
professionals will find Pro 
Sound appealing. It has 
everything necessary for 
quality sound and effects 
production / 1 

from a review in Ace 
Magazine, 


Programmers Pro Sound 

comes complete with 
routines for using samples in your 
own programs. T he sound chip 
editor — a feature not found on 
other samplers — allows you to 
design sound effects easily using 
the ST'S sound chip. 



ACCESSORIES • NEW • NEW • NEW • ACCESSORIES 



Price £16.95 


Price £16.95 


Price £16.95 


A complete Midi sample play back 
package for use with Pro Sound 
Designer. Use your ST to play back P r o 
Sound samples as a proper Midi 
instrument. Pro Miidr nas many 
advanced features including keyboard 
splitting, octave shifting, attack and 
decay control as well as ihe ability to 
held up to to samples In memory 
simultaneously. Compatible with mast 
Midi keyboards. 


Pro Light Ifie light synthesiser - uses 
the input of Pro Sound to control light 
patterns on your STs screen Pro light 
lets you control completely the pulsing 
and colour cycling of any Neo or 
Degas picture in time to an audio 
source as ’well as giving you sound 
spectrum, bar chart and oscllllscope 
displays, Great tor partes and just 
good fun| 


Using samples of real drums. Pro Drum 
is a complete drum machine which 
can be used 1o create complex 
percussion patterns Pro Drum can be 
programmed using the keyboard, 
mouse, audio (and sound input) on Midi 
instruments. Playback via Pro Sound 
Designer lo your Hi Fi system, ensures 
great sound 


Price £6.95 

Pro Sound Designer Accessories extend the possibilities even further ^ ro ^ OLjn ^ Cable allows you to 

• V'i© v:" connect Pro -Sound to your ST’s power 
PRO SOUND DESIGNER ACCESSORIES APE ALSO COMPATIBLE WITH 5T REPLAY supply saving on expensive batteries. 


FOR INFORMATION & ORDERS 

0268 541212 

BDERSGFT ONLINE lor on ine ordering, 
inf'QrrtfciOhi&n S suppdrl 
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BASE TWO 

Published by Antic Publishing, 
Distributed by Electric Software 
£59.95 

Reviewed by Matthew Jones 


Base Two is, according to the press release, an ‘elegantly 
powerful, but easy to use ... database for the Atari ST/ Ii is 
intended to be a powerful database without all the complication 
of a program like Superbasc Personal and to this end, it 
succeeds very successfully. 
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IN OPERATION - TWOMAKE 

The American version of Base Two, which is the version 
received for review, comes in a standard A5 ring binder which 
contains a 65 page manual. A disk in the package contains the 
software, which includes a database creator program, 
TWOMAKE, and the database manager program, TWOUSE. 

A shell program, TWOSHEIX, allows switching between the 
two programs. 

Before you can use a database, you must design the layout 
of the input screen using TWOMAKE. This is done in a very- 
flexible manner, which is becoming standard amongst GEM 
databases, You are given a blank screen, and can position the 
fields (for definitions of terms see my previous SuperBase 
review) by clicking at the desired position with the mouse. Base 
Two then allows you to give a title of up to 65 characters to each 
field. You can then use skers* on the data portion of the field, 
so that it can be up to 99 lines deep, or 73 characters wide (with 
no title), up to a maximum of 3000 characters per held. A field 
can also be used without a data area, i.e. just as a text box for its 
title, 

The data type in the fields can be "implicit" (assumed 
numeric until a date or text is input), "alpha', 'numeric 1 (with 
number of decimal digits setting) and £ date\ A formula can be 
added to the tield, which is generated in a very logical fashion. 

A separate window opens for the formula, and you can either 
type directly in, or you can click on a field in the main design 
window to reference a field. Thus you could generate a formula 
for ‘total 1 by choosing Set Formula, Then clicking on the ‘cost 1 
held, typing ‘*\ then clicking on ‘ VAT". Perfectly simple. The 
drawback is that the only operations that are available are 
+ , and S for square root - but these should be adequate 

for most purposes. 

Also configureabb are the height, colour and style of the 
characters in either the label or data parts of each field. A point 
of note here is that the standard ske character on a 
monochrome screen will be twice the size when a colour 
monitor is used, Standard size on a colour monitor will be small 
on monochrome. To me, this is a drawback, because I 
frequently" switch monitors, and so would suffer from this 
problem, I understand why the problem occurs, but it can be 
programmed around - so I consider this a fault. 

The maximum number of characters any record can hold is 
3000 characters, the maximum number of fields is 100. Base 
Two keeps all the records in memory at once, so the maximum 


‘simple to use but also 
powerful’ 

number of records depends on how much memory you have, 
and how full your records are (Base Two compacts the data 
internally). 

An option that has been carried over from the previous 
version (DB Master One) is the Spkt option, which gives 
standard layouts for mailing lists, checkbooks (sic), collections, 
and recipes. I do not consider these very useful, except as a 
learning aid, 

A nice part of the new program is that if you decide that 
you wish to alter the layout of the record, by adding or deleting 
a new field, or changing a size, is not fatal to the whole file. The 
data will be rearranged next time you load the file. Another 
good factor is the use of keyboard alternatives to the most 
common menus, something that will make it usable in the long 
term. 

THE DATABASE MANAGER - TWOUSE 

The actual database manager, TWOUSE, takes a record 
definition created by TWOMAKE, and allows you to put data 
in it. Entering data is very simple. You start by clicking in the 
field you want to start at, then type the data in. Text data is 
fully word wrapped (on multiple line fields) and cut, copy and 
paste of blocks are available, Press Return and you move to the 
next field. When you have gone all the way round, the fields 
start to invert to indicate that you have been there before (but 
does not stop you editing further). When you are satisfied, the 
Control-A key (Add) is pressed (or a menu used) to enter it into 
the database, You then start again with the next record. As all 
the data is held in RAM, you should save the data to disk 
frequently to ensure its safety. 

Having added ail the record data, you will then want to 
retrieve it according to certain criteria. Base Two allows you to 
retrieve data in two basic forms, record format (and edit) and 
report format. Find All and Find Some allow you to examine 
the data one record at a time. Find Some allows up to three 
conditions to be set, These arc a set with a window based 
dialog. You select a field to test with the mouse, then select the 
condition type - one of ‘equals 3 , "between’ and ‘contains’ - then 
type the appropriate test data. These arc not complicated by 
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wildcards or case dependencies, if you want all records between 
‘Jones’ and "Smith’, you just type them in and that’s what you 
get. Simplicity is gained at the cost of complete flexibility> but 
again, this is as much as most people need (and it is still quite 
flexible), so it is not a drawback. Once you have made the 
selection, you are shown the first match. The next match is 
displayed after the Control-N key is pressed, and going 
backwards is achieved with the Control-B key {but you cannot 
loop round). 


screen (a nice windowed display with small characters), the 
printer, or to disk [.suitable for word-processing). 

An extra facility is the DIF {Data Interchange Format) 
output. This is similar to the Report selection, but much more 
limited. This allows you to send data to another database or 
spreadsheet, but does not allow importing, so the flow is one 
way only. 

DB MASTER ONE 
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REPORTS 


Reports are altogether more flexible. Each Base Two data 
file can have a selection of reports (up to ten) stored with ii (to 
save redefining them every' time they are needed), Base Two 
reports are all done via one report design sheet. I looked at DB 
Master One at this point, as I remembered it had more options. 
Those options were column, page, record and ‘mailing Jist T ; all 
are still possible with the new Base Two report designer 
because it is now totally free format. After selecting Design 
New- Report, a small window opens with column and line 
numbers along the top and sides, and you click within it to place 
a field. You can the select the actual field to appear at that point 
by clicking in the main record window. Alternatively you can 
enter text, to provide static comments. Also available arc two 
header lines in which the current page number, time and date 
can be placed. A separate Report Options dialog allows setting 
of the record length, paper length and width, margin, printer 
initialisation string, soft field sides, bottoms and page lengths 
(allows Base Two to avoid leaving large amounts of white space 
on the page - when an address has only two lines used of seven, 
the next field can start on the fourth line), summary only and 
continuous paper. 

Also selectable is the order in which the records will be 
produced, Up to three sort fields can be specified, with 
selectable subtotals and new page, and the order can be 
ascending or descending. Last, but not least, the search 
parameters are set using the same technique as Find Some. 
When as much of the definition has been specified as desired, 
you select Report Print. You will be asked to name the report 
that you just created (up to 23 characters), and asked to select 
the device to send it to. The report can be sent either to the 


Base Two has grown from DB Master One, the "bundled’ 
database that came with early STs. The authors have also 
written databases on the Macintosh anti IBM PC, apparently 
very powerful ones, I was interested to compare the two ST 
programs, and amazed by the basic similarity. Only two new 
menu titles have appeared, one for DIF, and one for HELP 
(which used to be at the bottom of the menus anyway). The 
principles of operation are basically the same, but they have 
been improved all over. Selection dialogs have been tidied up, 
and I have come across no bugs while I have been using it (DB 
Master One had many), A new feature is a menu option to set 
the date and time - useful if you do not have the control panel 
resident. 

THE MANUAL 


The manual i$ very' well produced, and while not massive, 
covers the functions of the program well, If you had the original 
DB Master One manual you may remember the rather 
patronising introduction about the Happy Valley School library 
fire, causing the loss of the catalogue. Fortunately this has been 
dropped, and the manual is very much more professional. 
Sections include a tutorial, references for each program, and 
general information about the database. The only criticism I 
have is the lack of an index. 

PROBLEMS 


Base Two is not without problems, but they are minor. 
During my period of use, I kept accidentally creating fields in 
reports just at the right hand edge while going for the slider bar 
and missing. Because they were aE the edge of the window they 
were then hard to spot - until they appeared on the reports. 
This is not major, and may just happen to me, but the ease of 
creating new items makes iL susceptible to this sort of thing. 

As mentioned above, the format created is resolution 
dependent, and this could be a problem for some people. A 
minor niggle is that the Escape key does not dear the field you 
are entering, as I would expect a GEM program to do. 

CONCLUSION 


My first impression of Base Two was that it was incredibly 
simple as a database - simple to use and simple in functionality. 
As I have become more familiar, I know this is wrong: it is 
simple to use, but also powerful in functionality. Not as 
powerful as a program like Superbase) but providing everything 
the average Ur' needs. The only limitation on database size is 
RAM, and this has to be considered. If you are investigating 
databases, but believe that others may be too complicated, 
scrutinise Base Two. It may well be worth it, m 
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IMG SCAN 


Ladbroke Computing 
£99.99 


THE HARDWARE 


Emerging from the cartridge is the 'image cable’ - in reality 
a pair of flexible fibre optic cables each about three feet long. 
These cables arc dipped together at their free ends, with the 
two exposed fibres constituting the ‘read head 1 . With the 
cartridge plugged into the ST s cartridge port and the power 
turned on, a dull red light can be seen shining dimly from the 


This has to be one of the most innovative accessories for 
the ST yet. It’s a device for scanning and digitizing images 
without using an expensive video camera. In fact it s not video 
based at alU hut works on a simitar principle to a fax machine. 
This means IMG Scan can only digitize printed material, It's 
capable of handling photographs, drawings, pictures from 
magazines, and similar items. 

To achieve this at such a low price the designers obviously 
had to make compromises. The main one was that they only 
provide the software and optics of the scantier - YOU have to 
provide the scanning mechanism - This doesn't mean you need a 
degree in mechanical engineering; as you may already own the 
necessarv equipment without realising it, your primer! 

This isn't as crazy as it sounds, just a product of lateral 
thinking. Consider this for a moment - a dot matrix printer can 
reproduce acceptable pictures and graphics by building them 
up from rows of dots. What if we could reverse this process and 
cause the prim head to become a Tead head , and recreate an 
existing printed picture as a pattern of pixels in memory? Well* 
it's now possible - IMG Sean does just that! 

In fact IMG Scan goes one better than that. It doesn't 
simply read dots from the paper - it actually measures and 
digitizes the image brightness levels at many points along each 
line. This makes it possible to digitize an image containing 
varying continuous tones such as those found in photographs, 

The only requirement is that your printer should be 
capable of handling one-time variable form feeds - no problem 
for most graphics capable dot matrix primers, IMG Scan comes 
pre-configured for use with Epson compatible printers, but you 
can easily reconfigure it for your own printer, My Star SGlO 
worked tine on the Epson setting after some initial 
experimentation with its DIE switches. 

The package includes an ST cartridge and image cable; a 
disk containing scanning and ancillary software; a photocopied 
picture for test scanning; and an inadequate eight page 
instruction booklet (with a small supplementary README file 
on disk). 


end of one of the cables. Apparently IMG Sean uses infra-red 
light to illuminate the image it's scanning, with the light source 
contained in the cartridge. This is good design, as it provides 
immunity to variation in ambient light levels. 

The other cable 'reads' the light reflected from the image 
and directs it to an infra-red sensor, again located inside the 
cartridge. Other circuitry must then convert this analogue 
signal into digital values and feed them to the software iur 
processing and display. 

Before using the system you have to remove the printer 
ribbon and attach the free end of the image cable securely to the 
print head, with the fibres pointing straight at the paper. The 
optimum position can be found with help from the scanning 
program. With w r hiie paper in the printer the end of the image 
cable may be moved back and forth until the lowest possible 
reading is obtained on a scale displayed on the monitor. You 
then fix the cable in place. 

The main problem here is that Ladbroke provide no means 
of attaching the cable to the prim head, merely suggesting you 
use sticky tape. With a bit of thought I'm sure they could have 
provided something better., perhaps based on Velcro pads? 

You also have to be careful that the cable can’t catch on any 
of the internal parts of the printer during scanning. Forget this 
and you could end up with a nasty (and possibly expensive) 
mess on your hands. 

THE SOFTWARE 

The disk contains a number of programs, the main ones 
being those involved in scanning. The scanning program comes 
in two versions, for high and low r resolution displays. The 
low-res program handles 16 shades of grey and is more 
advanced than the high-res version, which currently only 
operates in a simple black white mode, A new release with grey 
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A scanner could cost you up to 
£1000 and although digitisers 
are more reasonable you still 
need a video camera. Is there a 
cheaper alternative? 

John S Davison finds one that 
seems to do the job 

scale support is promised soon, available free to registered 
users. I used only the low-res version for this review. 

The scanner program is mainly mouse controlled, with 
keyboard input necessary only when you want to change its 
basic operating parameters. It has a menu screen and an image 
display screen, the former containing the system's main controls 
and the latter used for viewing scanned images. 

Before a picture is scanned you have to calibrate the system 
using the scanner program's 'Auto Grey Adjust 3 feature. This 
involves performing a single pass calibration scan across the 
picture’s area of greatest contrast to determine the picture's 
distribution of grey tones. 

A full scan may then be done. With the top of the picture 
level with the image cable, a click on the 'scan’ box causes the 
menu screen to be replaced by the blank image screen and 
scanning begins. 

The scanning program drives the print head back and forth 
across the picture. On each left-to-right pass the image cable 
digitizes a strip of the picture producing up to 320 data points, 
each set to represent a shade of grey. These are used to plot 
pixels of the appropriate shade on the screen as the scan 
progresses. It’s fascinating to watch as the picture slowly growls 
into a recognisable image before your eyes. 

After each pass the paper is advanced, the print head 
returned, and the process repeated, This continues either until 
you interrupt it or a full screen image (200 lines) has been 
generated. 

Printer and screen scan line widths may be varied 
independently, so it's possible to 'squeeze 3 and "stretch 3 the 
image to some extent during the scan. There are also zoom and. 
positioning controls allowing parts of a picture to be picked out 
and displayed on-screen in different sizes. It takes up to about 
6-7 minutes for a complete scan depending on the image size 
required. 

It’s possible to interrupt the scan at any point, make the 
picture lighter or darker, and continue scanning where it left 
off. In fact, this can be done with completed images too. The 
program contains clever facilities for adjusting and recalculating 
the grey scale to produce a contrast range to your liking or to 
bring out the image’s finer detail, 

COLOUR IMAGES 

IMG Scan digitizes to 16 grey levels, but the ST hardware 
limits you to displaying only eight of them. This is achieved by 
pairing levels, which results in loss of image detail To retrieve 
the detail you can use shades other than grey. In fact, you don’t 



have to use grey shades at all as it's possible use colours instead, 
Hy assigning a colour to each of the 16 grey levels via on-screen 
RGB sliders you can achieve up to 16 different colours. It’s not 
the same as a true colour scan, of course, but with care and the 
right subject you can produce pleasing results. The disk 
contains several examples in grey shades and colour, showing 
just how impressive the results can be. 

The completed image may be saved to disk as raw data, or 
in DEGAS or NEOCHRGME format. This opens up the 
possibility of further editing and embellishment using those 
programs. It also gives compatibility with many other graphics 
oriented utilities now available - including desktop publishing 
systems. So at last there’s a low cost method of getting digitized 
photographs into your publications! 

The disk also contains a utility called AIM, designed to 
improve clarity, extract features and add special effects to 
scanned images according to the README Hie, There were no 
instructions whatsoever for using it, and my attempt to load it 
was greeted with a message saying it needed more than the 
available 512K to run in. Pity, it sounds interesting. 

Other software on the disk includes a utility to convert 
image data into ATM format and back again, and one to convert 
image or AIM files to POSTSCRIPT format for printing on a 
suitably equipped laser printer. There’s also a simple 'picture 
show’ program for displaying the three sample images 
provided 

IS IT PRACTICAL? 

Yes, it works - and surprisingly well It takes practice to 
produce good results, but it's well worth the effort. The basic 
hardware and software does everything Ladbroke claim, and if 
they’re true to their word there's even better to follow as the 
software is developed further. 

It’s worth noting that all software updates will be available 
free to registered users, a very enlightened and welcome 
approach by I ,adbroke. 

One thing they really must do is produce a decent 
instruction manual - talk about spoiling the ship for a ha’porth 
of tar! And a quick and effective method of attaching the image 
cable to the print head is desperately needed too. 

These are minor niggles though and if you need an 
inexpensive method of getting digitized pictures into your ST 
then this is it. _ 
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TERRORPODS 

Psygnosis 

£24.95 

Reviewed by 
John Davison jhr 

‘It’s been a long watch ...as the sun 
disappears over the horizon, the 
uninviting grey bleakness of Cohan 
becomes apparent. Following the intense 
heat of the day „ the onset of night adds the 
bitterness of sub-zero tempera lures to an 
already hostile environment, and the stark 
interior of lhe D, S, V, appears almost 
homelike. 

Deep melancholy is sudden ly smashed 
by the shrill scream of a siren. The 
information display systems have gone 
crazy, an extraordinary array of lights 
flash uncontrollably. Good grief... Whads 
happening? 

Your whole being freezes ... h canf 
be! The T error pods 

So starts the latest release from 
Fsygnosisj originally announced at the 
same time as the brilliant ‘Barbarian 1 
which convinced me that Psygnosis 
finally had it sussed r Does Terrorpods 
come up to expectations? 

The packaging, as always with 
Psygnosis games is absolutely superb. 
The glossy box contains the two 
program disks, a poster (yet another 
piece of Roger Dean artwork.) and an 
instruction sheet. The scenario of 
Terrorpods is not as complicated as that 
of ‘Barbarian'., so this time we are not 
treated to a novella. Instead you have to 
make do with the rather difficult to 
handle instruction sheet. Why is it 
difficult to handle? Well for a scan it's 
rather vague and incomprehensible in 
some areas. Secondly it’s enormous., 
measuring two feet by one foot when 
fully opened out. This tends to get in 
the way a bit if you have suddenly 
forgotten, how to do something at a vital 
moment! 

On loading the game you are 
presented with an animated title 
sequence involving a little guy leaping 
out of some sort of vehicle and into the 
cockpit of a Terrorpod which is leaning 
over. The cockpit of the T errorpod then 
doses and the huge mechanical beast 
straightens up to his full height. A ]oud 
thunderbolt (sampled sound) causes the 
screen to go white and then fade out 
revealing a second title screen showing 
the picture from the box cover. This 


screen is not as impressive as it's 
counterpart in ‘Barbarian’, but it's still a 
good picture. This screen soon fades out 
returning you to the animated sequence 
as you tire prompted to insert disk B. 
Very slick and impressive what will 
disk B bring? 

When the game finally loads you 
are asked to select your nationality. Why 
you have the choice between American 
and English as well as the other 
languages I don’t know. What’s the 
difference? The game screen is 
surrounded by instrument panels in 
shades of red and orange. The various 
instruments show the amounts of fuel 
and various minerals required for 
functions such as shields and weapons 
systems. The majority of the screen is 
taken up by your outside view of the 
planet Colian. This view consists mainly 
of a gradually shaded grey ground, and 
some excellently drawn grey mountains 
on the horizon. Dotted around on the 
ground are various mining installations 
and depots which you will have to visit 
on trading missions later on in the game. 
In the sky looms the large Terrorpod 
space craft, which is also drawn in 
various shades of red. 

Movement around the planet inside 
your D.S.V, is best controlled with the 
joystick, and weapons are fired using the 
mouse. The keyboard is used for 
selecting various functions such as 
communications, trading and the 
different types of weapons (either 
photons or missiles). The game contains 
some amazing sound effects, especially 
connected with these weapons. When a 
photon is fired there is an excellent 


sampled sound followed by a loud 
sampled explosion. All of the sound 
effects are digitized samples in fact and 
they add greatly tii the game. 

So far it would seem that 
Terrorpods is, after all, merely a 
demonstration of Psygnosis’ ability in 
the graphics and sound department. 
Indeed they are excellent, but it seems 
to me that the actual game has been 
given second priority, and not as much 
thought has gone into at as the cosmetic 
features, terrorpods, however 
impressive it may look and sound, is 
merely an elaborate shoot ‘em up game. 

Reading through the instructions 
and the blurb that comes with the game, 
Terrorpods sounds like it ought to be a 
really complex, imaginative and 
interesting game, however, after playing 
it for quite a while, i couldn’t help 
feeling that the game is very ‘thin’ in it’s 
content. It always seems that there 
should be more to it, but there isn't. 
Your main aim would appear to be to 
destroy as many Terrorpods as possible 
using the missiles, and if you run out of 
resources you have to send your little 
‘drover 1 out to trade with one of the 
various installations. That however, 
would appear to be all there is to it. This 
is a shame really, because the graphics 
and sound are superb, and the theme {if 
the game sounded very good- It just 
seems that the game is a mediocre 
implementation of die plot. 

Don’t get me wrong, Terrorpods is not 
a bad game, but I feel that it could have 
been better than it is. # 
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MISSION 

ELEVATOR 

Eurogold, Starline 
Distributed by 
Ariolasoft 
£19,99 

Reviewed by 
John Davison jnr 

Foreign secret agents have hidden a 
time bomb in a big hotel. The bomb is 
hidden somewhere on the sixty second 
floor. It is your job* playing the part of 
agent Trevor, to enter the building on 
the ground floor and work your way up, 
collecting dues and hints to crack the 
code. 

I have a feeling that this is similar 
to the arcade game 'Elevator Action\ 
which was popular in America but 
rarely seen in this country. The game is, 
however } very playable and quite 
addictive. The screen layout is similar to 
most platform games, with various 
floors above you with enemy agents 
roaming about; dressed in long black 
raincoats and their wide brimmed hats. 
Between the floors are elevators., which 
must be used to reach higher floors, On 
each floor of the hotel there are various 



doors which can be opened with the key 
from receptionj and other things such as 
clocks, tables, plants or statues. 

The various doors each have 
someone behind them, be it an enemy 
agent or a punk rocker! Appropriate 
digitized sounds accompany some 
people as they appear at the doorway, 
for example, when the Nun answers the 
door, she is accompanied by a church 
organ 1 Behind one of the doors you 
should find the porter w r ho will give you 
the emergency door key, The hotel is 
split into eight levels each containing 
eight floors, and to move onto the 
following level you must go through the 
emergency door, using the key obtained 
from the porter. 

The whole game appea rs quite 
simple at first, but if you set out to 
retrieve all of the hints and tips it can 
become quite complex. Having a 


notebook handy might be necessary as 
you get more involved with it. You can 
obtain hints from various places 
throughout the game. My favourite is in 
the bar, where if you buy the correct 
drink from the barkeeper, he will give 
you part of the secret code, however you 
become drunk and the game’s controls 
are reversed. If you try to do any more 
than move, you are informed that "you 
arc shrill drunk”! 

My only dislike of the game is the 
'computer printout’ which slowly comes 
up on the screen informing you that you 
have failed. It then clears the screen and 
prints another message. This becomes 
very tedious after a few times, and there 
is no way of skipping the section. If you 
get to a point where you have suddenly 
worked out how to do something and 
you are then killed tiff before being able 
to do so, you normally want to go 
straight back to the game. You probably 
won’t want to hang around for some 
silly cosmetic feature to repeat itself yet 
again. 

Other than this minor quibble there 
is nothing else I can say against the 
game. The graphics are fairly good, and 
the sound effects are equally pleasing. 
Overall [ think that Mission Elevator is 
a game where the programmers have 
taken a little more care - and it shows' 


BACKLASH 

Novagen 

£19*95 

Previewed by 
John Davison jnr 

At the FCW show r , Novagen 
software announced two titles - 
Damocles, the much awaited sequel to 
Mercenaryj and an ST only game 
entitled ‘Backlash’. At the show, 
Backlash attracted a lot of attention w r ith 
its superb graphics and immense speed. 
Although the game is not out at the time 
of writing, preview copies were available 
for review-. I doubt very much if this 
version includes all of the features of the 
final version, but I would imagine that it 
is pretty close. 

Backlash has been described by 
some as the sequel to Encounter, the 
Battlezone type game which Novagen 
released on the eight bit computers 
many years ago. However, although the 
screen layout and controlling methods 


are the same. Backlash is most definitely 
much more of a 'blaster’ than its 
predecessor, The screen consists of light 
grey ground and blue sky. On the 
ground at regular intervals there are 
small round grey shadows u r hich help to 
give the impression of movement when 
there is nothing else on the screen. In 


‘a smash hit’ 


the centre of the screen there is a 'heads 
up display’ which is both your aim sight 
and a form of radar. The various aliens 
come in all shapes and sizes and each is 
very well drawn and extremely smoothly 
and quickly animated. The fireballs 
which are fired by both you and your 
adversaries ail cast shadows as do the 
enemy craft. Upon destroying anything 
it explodes into many spinning pieces 
which fly outwards at great speed. Each 
of these pieces cast a shadow as well! As 
you can imagine, the screen does get 


rather full at times!!! However the action 
is not slowed at all by the immense 
number of animated objects. 

Unlike most games Backlash does 
not have any form of real plot. The 
game description merely states: 1. This 
is a fast action arcade game. 2. Objective 
is high score. 3. Radar Sights head up 
display shows enemy locations. 4. 

Action is continuous with increasing 
difficulty. 5. Five lives to start. Extra life 
awarded for every 10, 000 points. 

Overall Backlash looks very 
impressive, however I think that it is a 
little boring to play at the moment, This 
is because you do not ready have 
anything to strive for, such as higher 
levels, only a larger score. It could also 
do with a little more variety, such as 
bigger space craft to chase after, or a 
'warp’ section as in the original 
Encounter. However, I hear that the 
finished game will be 450k squeezed 
onto a single sided disk! So, I imagine 
we can expect many more features in the 
final version- When the game is 
eventually released, I have no doubts 
that it will become a smash hit. * 
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DEATHSTRIKE 

Talent 

£14,95 

Reviewed by 
John Da vison jnr 

It had to happen eventually didn’t 
it? A version of‘Scramble 1 was bound to 
turn up at some time- Deathstrike is 
Talent software’s first attempt at an 
arcade style game on the ST, and let’s 
hope that any others they plan on doing 
are better than this] 

The game loads with a fairly 
mediocre picture and some extremely 
boring music, which is on a par with the 
music on early Parados Eidersoft 
games such as War zone (i.e. awful). You 
arc then given the opportunity to turn 
off the music (which I would imagine 
you will find an essential thing to do, as 
it drove me crackers after a while]) or to 
turn off the sound effects, or both. You 
then press the joystick button to begin 
the game, 

The scrolling is one point about 
Deathstrike which 1 like, it is smooth, 
and the area of screen which scrolls is 
quite large, unlike many games which 1 
could mention. The graphics of the 
mountains are flat and uninteresting 
being in only one or two colours which 
gives the screen a very dull look. The 
various things on the ground such as 
fuel dumps and missiles are fairly boring 
and colourlessj and are not that well 
drawn. The sprites are smoothly 
animated* and your space ship is 
reasonably detailed, being a grey craft 
with a large rocket engine at the rear, 

Deathstrike has no new ideas at all, 
it is merely a straight conversion of 
Scramble* involving just bombing 
things on the ground, shooting missiles 
and destroying fuel installations when 
fuel is required. So overall* all I can say 
is if you like Scramble then you might 
like this* but personally l think that the 
game is uninspired and boring. It is yet 
another game which does not stretch the 
ST at all. The programmers have 
obviously not tried to take advantage of 
the STY superior graphics. Unless you 
feel you desperately need a Scramble 
clone (which I would imagine is highly 
unlikely) 1 am afraid that this is yet 
another game I cannot recommend, # 


AIRBALL 

CONSTRUCTION 

KIT 

Microdeal 

£19.95 

Reviewed by 
John Davison jnr 

After [he enormous success of the 
original game* author Eddie Scio and 
graphic artist Pete Lyon have got 
together to produce an extremely 
comprehensive game creator, enabling 
you to create your own customized 
versions of the classic game, ■ 

Inside the fairly large box you will 
find a short but helpful manual and the 
single Airball Construction Kit disk. 
Included on the disk are two programs, 
the game designer, and a customized 
version of the original Airball game. 

The designer program is GEM 
based with several pull down menus at 
the top of the screen with options to edit 
objects and various other details. You 
can also examine rooms which have 
already been created. The whole thing 
seems rather daunting at first however, 
once you have got the hang ol the many 
functions and options, the program is 
quite simple to use and you will soon be 


SKULLDIGGERY 

Nexus 

£19,95 

.Reviewed by 
John Davison jnr 

SkullDiggery is basically a version 
of the old classic ‘Boulderdash’ and it 
isn’t exactly the greatest game ever to be 
released for the ST. In SkuMDiggery 
you cake the part of a ‘bouncy cave mite’ 
who has an appetite for treasure, You 
must run around the one hundred eaves 
eating the treasure and avoiding the 
tumbling skulls, the crazy ghosts and 
the vicious bats, 

The graphics are not very good at 
all. For a start they are medium 
resolution, giving only four colours and 
the gain in resolution does not make up 
for the lack of colour because 
Skulldiggery looks more like a Spectrum 
game than an ST game! The graphics 
are boring and dull* and the scrolling is 


knocking out versions of Airball in no 
time! 

The graphics, as in the original 
game, are very impressive and once you 
have filled a room with objects the 
screens begin to look really quite 
professional. The editor is very 
comprehensive and powerful, not only 
using the pul! down menus, but also 
several keyboard commands to scroll 
through the hundreds of different 
objects at your disposal. All of the 
details of the original game are available 
to you, including the different statues, 
the skeletons, coffins, snakes, candles, 
trees and many others. They’re all there, 
and only a few keystrokes away. 

The manual suggests customizing 
the game which comes on the disk 
before progressing with any ambitious 
projects of your own. Having changed 
this version, you can place the vital 
objects anywhere you like in order to 
make the game as difficult or as easy as 
you please. 

Overall I think that the Airball 
Construction Kit is absolutely superb, 
and it is great value for money at a price 
of ,£19.95. If you liked the original 
game, and you are feeling creative, then 
I would imagine that you will 
thoroughly enjoy using this excellent 
piece of software. It is definitely one of 
the better releases to be made available 
for the ST in recent months, • 


the worst I have ever seen. It is worse, 
in fact than the scrolling on Gauntlet 
(and that was awful). The sound is 
NOT brilliant during the actual playing 
of the game, however, when you finish a 
level and pass through the door to the 
next level there is a sampled effect of a 
large door creaking open, On the high 
score table there is also a sampled 
sound. I think it’s supposed to be a 
short burse of an electric guitar, but 
again it is not very good, and it appears 
to have been put in as an afterthought. 

Other annoying little ‘features’ 
include the protection which causes the 
disk drive to spin continuously and 
becomes very irritating. The only saving 
grace of the game would appear to be 
the simultaneous two player option 
where both players race around either 
helping or hindering each other getting 
the treasure. This does not make up, 
however, for the poor quality of the 
game. For what it is I think that 
‘SkuliDiggery’ is horrendously 
overpriced and I would steer clear of it. # 
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SIM JLAT ID N/5TR A T EG Y 


STAR TREK 


i s.sa 

AUTODUEt 

ie,e« 

ARKaHOiD 


1 T.9S 

BLUE WAR 

is.es 

BARBARIAN 


iS.ua 

FUOHT SIMULATOR 11 

oe.es 

BARBARIAN ULTIMATE 


fl.PC 

LEADER BOA RC 

ie.es 

C C LC RUN N EH 


is.ua 

HQ AO WAR EURQBA 

ie.es 

GAUNTLET 


ip.ti 

PS ION CHESS 

19 .es 

H ADEi NEBULA. 


1S.S4 

BQAOWAR SOTX? 

ie.es 

MET PIG CfcOM 


1 B.fl 5 

SILENT SERVICE 

19 .es 

D EFEN □ ER OF THE CROWN 

23.-SB 

SOB BATTLE ilMUUtrQR 

ie.es 

PI RAT Ei 0ARSAMV CD A ST 

io.es 

TENTH FRAME 

ie.es 

PLUTO* 


11, M 

WlHTiH 1.A MES 

ie.es 

PROHIBITION 


is.es 



BOAD RUNNER 


iu.ee 

RdtllCU UTILITY LMEUA5E3 


5ENTINE L 


i6.es 



STAfflQLlDER 


iu.ee 

ADVANCED ART STUDIO 

ie.es 

STAR HAIOE RS 


11.95 

ANIMATOR 

94-e* 

T-HlT- 


iG.eA 

ART Dl RECTOR 

je.es 

THAGRER 


ie.es 

BACK PACK (ROM) 

as.es 

STAR WARS 


1fi.*S 

CAD 4 0 

24.es 

TERRO RPQP5 


ie.es 

FAST BASIC [HQMIJ 

ei.ea 

C HQCPEFI X 


B.sa 

FA«T RAEIC [OI1RJ 

jG.es 




FILM DIRECTOR 

AJ.es 

ADVENTURE 



FIRST WORD PLUS 

GJ.es 




FUUH 

ai-AS 

OOLDEH PATH 


is.es 

fleet n\ pu pu$ her 

e a. GO 

QUILO OF THIEVES 


le.as 

K-DATA 

49-VS 

KMIOHT 0RC 


is.es 

H-JPOEAPII 

je.es 

LEATHER GODDESSES 


2 3.es 

ST DOCTOR 

is.ss 

LURKING HORROR 


33.ee 

SURERBAtS PERSONAL 

7e.es 

THE PAWN 


le.ss 

VIR PROFESSIONAL 

i64.es 

NORp a tin 


va.es 



HOT A PEN NT PADRE 


1 5. D 5 




Cheque!; 

FO’s 

Access number tor- 



SUNARO SOFTWARE* P6) 

P + Q> BOX 78, MACCLESFIELD, CHESHIRE, SK10 3PF 
TELEPHONE (06 25 ) 26228 MICROLINK MAGJW023 


*•#*-•••*»**** ****•#*•* *•**##***• 

ABACUS BOOKS FOR THE ATARI ST l 

Anri ST Inwmili. £14 « Phueniwi ih= Ami 5T £L2.?5 B ASIC to C,....,.,.,£14.95* 

Tnc« A Tip*. £ S4.!?5 Flts-L AluT ST Baok_£4 « LOCfl U*=r'i Guidi. .... £] 4 9J - 

MIDI ProgTinunuig . GEM HsfEMnca Gu*d± £M95 Anri 5T for Begums’! . £12 95 

Midiine Language. £J4.&1 BASIC Tnimaig Guide .£12.95 Creptuc Appiiciiimj ....£12,95 • 

5TDisk[>rivM . ,..£16.95 Peeks A Poles £1195 * 

3D tiriphiei £|*.9S Onphia ASoimJ, ^ 

ABACUS SOFTWARE PRODUCTS l 

Testpi> ... £W 95 Fwtt MT .£49.99 PmnEpiu Ubuy No. 1 ..£24.95 _ 

DiiiTncve ...£3995 PCB CtaipieT .£]95.nt> Auesnpto ......... £49 95 ^ 

Pvw«rpl<ii. £59 95 Pxintpo .. £49.93 Gianpsk.£3995 * 

FREE DS/DD DISC WITH EVERY ORDER OVER OO 
Pticcs are inclusive of P&P in UK. Ovfcreeas add £l per (book, software posj fpee 
(surface. mail/l. Airmail add £! per item software and JOSt for hooks. 

DEALER ENQUIRIES welcome on ABACUS products. 

Send S A£, for descriptive caudogue of Atari ST hoots and software. 

ADAMSOFT J 

18 Norwich Avenue, Rochdale, Lancs. OLI1 5JZ # 

Access card orders accepted by telephone. 0706-524304 * 

*••*•*•#***#***#»*•**#*+»****#** 


mHOBLEnm ®rn TOM® ATMO f 

FOR FAST. RELIABLE AND PROFESSIONAL 
REPAIRS AT COMPETITIVE PRICES 
P M ENGINEERING 




UNIT B. N£W ROAD, ST. IVES, 
CAMBRIDGESHIRE. PE17-4BG 

•t. 
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SHACKSOFT 

A MAIL ORDER SERVICE 

FOR CUSTOMERS WHO 
KNOW WHAT THEY WANT 

/|\ ATARI ST 


ATARI 520 STM Inc. mouse 199.00 

ATARI 520 STM , mouse,0.5 meg drive 279.00 

ATARI 520 STM mouse,drive* Monitor 379.00 

ATARI 520 STM mouse, 0,5 meg drive 
and Phillips CM8833 colour monitor 525.00 

ATARI 520 STFM 279.00 

ATARI 520 STFM + Mono Monitor 379.00 

ATARI 520 STFM + Phillips 8833 colour 525.00 
ATARI 104Q KEYBOARD 459.00 

ATARI 1040 + Mono Monitor 559.00 

ATARI 1040 + Phillips 8833 colour 699.00 

ATARI MEGA 2 849,00 

ATARI MEGA 2+ Mono Monitor 949.00 


ATARI MEGA 4 1099.00 


ATARI MEGA 4 +Mono Monitor 1 199.00 

ATARI SLM 804+ LASER 1 149,00 

ATARI SH205 HARD DISC 549,00 

PRINTERS 

ATARI SM804 149.00 

PANASONIC KXPI0-81 179.00 

MP 165 229.00 

NEC P6 24 PIN 499.00 

CITIZEN 120D 169.00 

OTHERS AVAILABLE PLEASE PHONE 

15% OFF ALL SOFTWARE 

RRF OUR PRICE 
eg: STARGLIDER 24.95 21.70 

FAST COM 49.95 43,43 

FIRST WORD+ 79.95 69.52 

SUPERBASE 99.95 86.91 

ACCOUNTANT* 228.85 199.00 


ACCESSORIES 

MONITOR MASTER 

Monitor switch box. No more unplugging cables when 

changing from mono to colour monitor. 35.00 

COVERS 

For keyboards & monitors PERS P EX 7.9 5 

PVC 3,95 

UNISTAND PRINTER STANDS 

Manufactured in perspex. With room for the paper 
underneath 1 L95 


ALL PRICES INCLUDE VAT 
Postage St packing hardware 5,00 
software & accessories 2,00 

ACCESS VISA 

SHACKS0FT 

UNIT 9, ASCOT COURT, 

WHITE HORSE BUSINESS PARK. 
TROWBRIDGE, WILTS. Tel:C2214 3502 
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Contact your local dealer. 


distributed by: 

HB Marketing Ltd 

01-644 1202 


SUPERTEC LTD -computer solutions! 


VIDEO DIGITIZERS 

FOR THE ATARI ST 

£99.95 „ vat 0 r £199.95 wcv*r 

(REALTIZEK) (PRO S7) 

Digitize in low, medium or high 
resolution. Save pictures in Degas, 
Neochrome, Doodle, Art Director or 
Bit Image format. 

Zoom, clip, resize and rotate images. 
Digitize in colour (with filters) or add 
your own colours. 


Atari computer systems o*uilble from slack - ALL MODELS - call lor 
fiat® i Is. 

520 STFM - 1040 STF - MEGA ST 2 & ST4 
HARD DRIVES - MONITORS - PRINTERS 
ATARI PC's 

ATARI SLM 804 LASER PRINTERS 


ATARI ST based DESK TOP 
PUBLISHING' systems from Mirror- 
w t\ [FLEET STREET PUBLISHER) 
- TIMEWORKS DTP - Soft Logik 
[PUBLISHING PARTNER)- 


We have a wide raage a I software for the A lari Sf range. this includes: 

GAMES - APPLICATIONS - GRAPHICS 

PLEASE CALL AND ASK 

SUFERTEC IS A GENUINE ATARI DEALER. NOT JUST A POSTAL 
ADDRESS WE SUPPORT OUR CUSTOMERS WITH DUALITY SER¬ 
VICE AND BACKUP IF REQUIRED.DON'T COMPARE US WITH 
h BOX MOVERS IF YOU KNOW WHAT YOU WANT. WE WILL 
SUPPLY ON MAIL OR TELEPHONE ORDERS. 


SUPER TEC LTD 

CORNWALLIS HOUSE 

HOWARD CHASE 

BASILDON 

ESSEX 

SSI 4 3BB 


TEL (0268) 292308 

OPEN 9 TO 5 PM MONDAY TO FRIDAY 
PERSONAL CALLERS WELCOME WE HAVE 
SYSTEMS ON DEMO FOR YOU TO TRY 


Don! be a DINOSAUR - move to the best and easiest 
micro's to use. Ydu con easily pay three times (or more) 
os much, for the so called ’INDUSTRY STANDARD' 
computers and still not get ti system as good. 

THIS AD WAS PRODUCED ON AN ATARI LASERl- 


PRINTERS - PLOTTERS - MODEMS - DISC DRIVES - HARD DRIVES 
- CABLES - MONITORS and SOFTWARE! 

We can supply items from the following! manufacturers: 

Pansanlc - Micro Periplhe<als - Epson - Brother - Philips - Mannesman 
Tally - Roland * Tondon - Miniscribe - Star Micronics - Amstrad - Akhlor 
Miracle Technology - Cum ana Eiderscll - and many more. 
JUST CALL AND ASK! 

******** ** 

COME FOR A CHAT ABOUT YOUR NEEDS. 
YOU WONT BE GIVEN THE HARD SELL. BUT 
WE WILL TRY TO HELP. 


VISA 


ACCESS 
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BUBBLE GHOST 
ERE Informatique 
£ 19*95 

Reviewed by 
John Davison jnr 

A small ghost in an old castle floats 
from room to room atop his soul, which 
is as light and fragile as a soap-bubble. 
If nothing can block the path of the 
ghost, the same cannot be said of the 
bubble, which bursts all too easilyl 

This is another game from the 
French company ERE Informatique. 
From loading up this game,, you can tell 
that it is something a little different to 
anything else available for the ST at Lhe 
moment. It could be described as an 
arcade adventure, but it is something 
more than chat. You play the part of the 
ghost, who has the task of moving the 
bubble around the many rooms of the 
castle. 

The game loads with a fairly 
impressive picture, and a digitized voice 
welcomes you to Bubble Ghost. The 
game begins with you floating in a fairly 
empty room, with the soap bubble 
hovering in front of you. In the far wall 



is a doorway, through which the bubble 
must be blown. Moving the mouse 
about moves your ghost around fairly 
quickly, and pushing one of the shift 
keys on the keyboard causes him to 
purse his lips and blow, If you are 
behind the bubble, this will cause it to 
drift off in the direction you blew it. 
Your ghost can be rotated left or right 
using the mouse buttons, because in 
later rooms you will have to negotiate 
some quite difficult obstacles such as 
green beads and large spikes! Normally 
the ghost is facing the left hand side of 
the screen so rotation is necessary. To 
blow the bubble towards the right hand 
side of the screen, you must turn your 
little ghost totally upside down! There 


are lots of nice features in Bubble 
Ghost, my favourite being the way the 
ghost goes red when he’s been blowing 
too long. This all seems a bit 'cute 5 but 
it is nice to see that the author has put a 
little thought into the game. 

The graphics in the game start off 
looking a bit bland, however they 
improve from screen to screen. Shading 
is used to a good effect, and all of the 
screens are bright and colourful. The 
sound effects are also fairly good, The 
sound of your blowing is very lifelike 
but I do not care much for some of the 
'droning’ background sound effects 
which become a little irritating after a 
while. 

This game came out of the blue 
with none of the usual pre-release 
advertising and so I didn't really know 
what to expect. However, I now think 
that it's an excel lent game and my 
opinion of Ere Informatique has been 
given quite a boost because of it. 

Bubble Ghost is a refreshing 
change from a lot of the run of the mil! 
arcade adventures which are being 
released by the dozen for the ST at the 
moment. It would appear that a lot of 
thought and care has gone into the 
creation of this game, I highly 
recommend it. _ 


SPACEPORT 

Reline 

Distributed by 

Ariolasoft 

£ 19*99 

Reviewed by 
John Da vison jnr 

Yet another of those games that had 
to turn up eventually. This time it + s a 
versi on of the old classic £ Fort 
Apocalypse’ which was released on 
various eight bit formats years and years 
ago. 

For those of you who aren't quite 
sure what I ’m on about, the basic plot of 
Spaceport is to fly your space chopper 
down underground and rescue the 
trapped engineering staff. Your space 
chopper is armed with 'Diverse optics 
type 2 medium lasers’ and a 
'Benz-Yamaha Plasma mine generator’ 
to help you overcome the various nasties 
floating about. In the caverns you will 
find all sorts of obstacles which must be 



navigated in order to reach your 
objective. 

To be quite honest, I did not like 
Spaceport at all. The game screen is 
much too small, being only a relatively 
tiny square in the centre of the screen 
into which the mediocre graphics and 
sprites go. The scrolling is pretty feeble 
and the rotor blades on your chopper 
don’t even look as if they’re going 
round! As you move around the 
underground chambers the graphics of 
the various nasties, rocks and vegetation 
do not improve at all, and the little men 
running around on the landing pads are 


only several pixels high and look like 
little maichstick men complete with 
bright red heads] The sound effects are 
few and pathetic and the tune on the 
title screen starts off seeming as though 
it could be quite good, but once it gets 
going it’s awful. 

When the game is running, anyone 
who didn 't know better would probably 
be very surprised to find the game was 
running on an ST. This is the sort of 
thing which puts people off the ST, 
There are far too many games coming 
out which are of an unacceptably low 
standard. The ST would appear to be 
the fin’ machine with software 
companies, with them all scrambling to 
release something. In this mad dash to 
produce a product, the quality seems to 
be forgotten and games are released 
which do the ST no justice whatsoever. 
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Perfect Match 

Microdeal 

£ 19.95 

Reviewed by 
John S Davison 

There aren't too many educational 
programs around for the ST so it’s good 
to see this one from Microdeal. Perfect 
Match is a computerised version oi 
"Pelmanism’, combining memory 
[raining and knowledge testing in one 
enjoyable game. 

The disk contains 10 sets of 24 
questions and answers in different 
subject categories, such as science, 
geography, sport, etc. Three of them 
cover biblical subjects, which could put 
some people off. At the start of a game 
you can. elect to use a single category or 
take items chosen randomly from them 
all. 

The computer then chooses 12 
question answer pairs from the selected 
category- A question and its matching 
answer are on separate cards, giving 24 
cards in all, The computer shuffles these 
and deals them face down on the screen. 
You then have to find and match the 
question cards, with their corresponding 
answer cards - and it's not as easy as it 
sounds! 

One or two players can take part, 
each taking turns at finding matching 
pairs by selecting cards with the mouse. 
Selected cards flip over and their text 
shoots out into windows on the left of 
the screen, This reveals a question and 
an answer, or two questions, or two 
answers depending on how skillful (or 
lucky!) you've been. You have to say 
whether the pair match or not, he. if if s 
a question with its CORRECT answer. 
If s possible for a question to be 
displayed with an incorrect answer, so 
you have to be careful. This 
juxtaposition sometimes produces 
amusing results, adding a touch of 
humour to the game. 

Points arc scored depending on 
your answer to the match, no-match 
question, with 100,10 or minus 10 
awarded according to how well you do. 
After answering, the text zooms back 
onto the cards and they’re flipped face 
down again with correctly matched pairs 
blanked out. The program has a couple 
of Help features to make things easier, 
and a points penalty can be levied on 
players using these, if required. 

The game is visually pleasing, with 
neat animation effects as the cards are 


dealt and turned over . Sound is 
adequate, being limited to card 
shuffling, dealing and flipping noises, a 
short fanfare when you correctly 
identify a pair and odd bleeps and 
blurps when you don’t, 

When tired of the supplied 
categories you can make your own using 
the supplied cardmaker program. This 
makes it of general educational interest 
as you can set questions on any subject 
at the appropriate level of difficulty. It's 
a pity you can't use fewer tlian 24 cards 
or use simple graphical shapes on them, 
as this would make the program suitable 
for young children too. 

Overall, I liked Perfect Match. 
Whether used for educational purposes 
or just something different from the 
usual shoot-em-ups I think you’ll enjoy 
it too, * 



King’s Quest III - 
To Heir is Human 
Sierra 

£ 24.99 

Reviewed by 
John Sweeney 

Sierra have been making 
adventures for a long time - they 
produced such classics as "Ulysses and 
the Golden Fleece 1 and the "Wizard and 
the Princess 1 back in the early days of 
adventures. Since then they, like 
Infocom and others, have devoted a lot 
of effort to improving their games, 
taking advantage of more powerful 
machines, and making the games better 
and better, They have, however, 
enhanced their games in a different way 
to most companies, While the rest of the 
world devotes itself to producing bigger 
and better parsers. Sierra have been 
happy to stick with their primitive, bui 
quite adequate, parser. What Sierra 
have done instead is concentrate on 
producing true GRAPHICS adventures 
or, as they like to call them, 3-D 
Animated Adventure Games. 

Sierra take full advantage of the 
ST’s capabilities to produce excellent 
pictures of the locations AND you have 
to move your character around the 
screen to interact with them. If you 


want to GET DUSTER from the top of 
the safe you have to walk across to the 
safe, if you want to walk down the path 
from the castle you have to manoeuvre 
your character, Gwydion, along the 
narrow trail, arcade-style, going in front 
of and behind various boulders some of 
which obscure your view of the route! 
They have also implemented numerous 
animated sequences in response to your 
commands. So, if you type LOOK 
UNDER BED in y our bedroom then 
Gwydion gets down on hands and knees 
and looks under the bed! If you walk 
past a mirror your reflection can be seen 
doing likewise, If the wizard catches you 
shirking your duties he may punish you 
by making you do exercises: Gwydion 
does the exercises on screen for you! 

The graphics are used to provide 
many of the problems in the game as 
well. One screen, for example, is a cliff 
face honeycombed with caves - you 
have to steer Gwydion carefully up and 
down the faces and through the caves, 

Lot’s of people compare companies 
like Magnetic Scrolls and Infocom, and 
talk about Graphics Adventures and 
Text Adventures, They are wrong. 

Those are all Text Adventures, either 
with or without pictures. This is a 
TRUE Graphics Adventure. 

The first part of the game consists 
of exploring the Wizard’s house and the 
land around it, landing various spell 
ingredients, avoiding all the deadly 
inhabitants .arid mixing all the spells 
without the Wizard finding out what 
you are doing. Both the ingredients and 
the formulae for the spells arc 
documented in the instruction manual 
in exquisite detail - ""add two drops of 
toad spittle 11 ! Once you have alt the 
sptlU you must destroy the Wizard and 
find a ship to take you back to Daventry, 
the location of King's Quest (I), 
Unfortunately the land has fallen into 
disrepair under the rule of a terrible 
dragon which has captured the Princess 
- you’ll never guess what your next job 
is! 

The game is not always completely 
logical and 1 found some of the scaling 
slightly misleading - some of the 
furniture should be shown as rather 
shorter, and the eagle should be drawn a 
lot bigger. The box says “The most fun 
you'll ever have playing Adventure 
Games”, They’re right! The King’s 
Quest series nay not be as deep or as 
complex as some of the other offerings 
on the market, but they are definitely 
fun. And without doubt King's Quest 
III is the best yet. 

Highly recommended! * 
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ADBROKE 
OMPUTING 

INTERNATIONAL 


33, Ormskirk Road 
Preston, Lane* PR1 2QP 
Tek (0772) £1474 {1 line) 
(0772) 203160 (5 lines) 
Bui/board (0772) 27236 
6 pm to Bam 



This Company has given years of full support to ATARI users Countrywide from their retail shop 
premises at Ormskirk Road, Preston. Now from their NEW Mail Order Depot they can offer the same 
Excellent service to ah Mail Order Customers. 

All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items 
so that returned goods, and all the attendant frustration are a thing of the past. All Hardware is 
supported by our own "ON SITE' engineers, therefore quick turn round on all repairs is Guaranteed. 

All prices quoted are fully VAT inc. and there are no 'hidden extras', what you see is what you get. 
Prices include delivery- Phone for latest Prices/Releases. 


520STM Pack ages. rr..,,„„ T .,,,,.,,,.PHQNE 



104QSTF+Mouse 

+So f t wr..., £480.00 

1040STF+Mouse 

+HFRes Mon 

+Softwr. £580.00 

1Q40STF+Mouse 

+Colour Mom 

+Softwr.....£780.00 


IMeg Upgrades are available for the 
52QSTM. These are our own design 
and are very simple to fit. 

Using the same board, all ST'i can be 
Upgraded to 2mg or 4mg. So no need 
to sell your 520 just Upgrade to a 
Mega ST using our board, 

IMeg Upgrade (STFMU......... .£70.00 

IMeg Upgrade (All ST'sl+ Board £150.00 

Upgrade Boards....£120.00 

2.5Meg Upgrade +8oard.........PHONE 

4Meg Upgrade + Board.....PHONE 

If any of the above Upgrades are 
purchased with Hardware then deduct 
£5 from total. 


All Hard Disks come with Utilities to 
cure the 40 Folder problem + Backup 
Utilities, East Read Write etc. 



3% D/S 
D/D 

Per Disk,,,,..,,,£1.99 

10 Disks...£16,00 

10 Disks+Plastic 

lib case „.£l 7,50 
100 Disks +Cases .£150,00 
500 Disks +Ca ses. £650.00 


514 D/S 
D/D 46TPI 


,,.,..,.£0,80 
.£6.50 

,.......£750 

.,£60.00 

,.,.£280.00 


All Disks are covered by an 
unconditional lifetime guarantee. 



We also stock a full range of quality 
P/D ST Software at £3.99 per Disk 
Send SAE for catalogue. 


. 5T 

ATARI 



Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates. Please ring for a 
quotation. All repairs carry a 90 day 
warranty. 


NEWLY IMPORTED 
Imager, Easily fixed to your printer 
it will digitise anything placed in the 
printer and save to Disk to be used 
with Dega, Elite etc, RRP £99.99, 


All Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 


Mega ST's...PHONE 

Lazer Printers... .PHONE 

PC Clones. ...PHONE 



520ST FM-i-Mouse 

+Softwr......,,.£285.00 

520 ST FM-HVlouse 
+Softwr 

+ 1Meg Upgrade..........£350,00 

52GSTFM Mega Pack 
5 20ST F M+Mo us e 
+Softwr 
+ 1Meg Upgrade 
+ 1Meg 2nd Drive ..,.,,,£435.00 
Equal to l040STF+yiMeg Drive 
+Modulator 

For Med Res Col Mori add..£299-00 
Far High Res Mono Mon add,..,£129.00 


All Hardware is covered for 12 months 
by our service dept, and is tested 
prior to delivery to assure satisfaction. 



We have a complete range of Software 
in stock and fully tested. 


We also stock a full range of ATARI 
8Bit Hardware and Software including 
the new XE range. Please ring for prices 


PERIPHERALS 

Triangle Img D/Drive £139.00 

Triangle 2x1 mg D/Drive,,,..£229,00 

Pro Draw Graphics Tab'.,.-£299.00 

Cumana IMeg D/Drive £139.00 

All Drives come complete with Software 


PRINTERS 

Dot Matrix 

Star NL10... £240.00 

N L10 Sheet feeder...... £55.00 

National Panasonic..,,,....PHONE 

MP165. PHONE 

MP135.... PHONE 

LX86 Tractor Feed.......,.£19.00 

LX86 Sheetfeeder,.........£55.00 

LG800 24pin D/M.,,.... £525.00 

All Others.... PHONE 


DUST COVERS 

Com puters...,..,.£ 3.99 

Monitors............... ,.,,£4,99 

Disk Drives.. ,,.,£2.99 

Printers,.,.,,... ,..£7.99 


IF IT'S AVAILABLE we have ill 
Send SAE for full catalogue. 


All Dedicated books and mags in stock 


HARD DRIVES 

Atari 20mg ..£560,00 

Triangle 20mg Hard Disk...-£575 00 

Supra 20mg........,,.,£550.00 

30Msg iCumanaL,.,..£699.00 

4GMeg (Triangle)... £799,00 


Any Sgftware problems? Queries? 
give us a ring we usually have the 
answer 


TO ORDER Simply send, or phone your order, stating Full Name, Address, FOR MORE INFO CALL ON THE 

Visa or Access Nos, Cheque or Money order. Make payable to Lacjbroke ABOVE NUMBERS OR SEND SAE 

Computing International, 33, Ormskirk Road, Preston, Lancs, PR1 2QP, AND STATE FULL REQUIREMENTS 
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“In the year 2000, bacteriological warfare 
has ripped apart the very fabric of American 
civilisation. Cities have turned into gangland 
prizes, the highways into battlefields” 




The screen fills with a small portion of a map of North 
America. Your gang is represented by a car in the middle of the 
screen (the complete map is the instruction booklet). You press. 


G to check out your gang's status and discover that you have 
one hardtop sports car manned by an Armsmaster and seven 
Bodyguards, enough food to Iasi four days and enough fuel to 
travel nine squares. To survive in this frightening future you 
will need more men., more food and gas, guns* ammunition, and 
antitoxin, not to mention more vehicles to carry them all! 

Your prime options are C(ity) to find out who's running 
your current location, V(ehicle) 10 try and find more transport 
to commandeer, L(ool) to search for supplies, and P{eople) to 
gain recruits? special supplies such as antitoxin from special 
people such as healers and, most important, clues about your 
quest. Unfortunately the people running the city will almost 
certainly abject to virtually all of these activities if they catch 
you at it! Their objections will normally take the form of an 
attack, In this kind of fight you play no part - just sit back and 
watch the results flash up on the screen. 

Your sole objective at this point in time is survival! Apart 
from the bacteriological war which has being going on, someone 
has been dropping nuclear bombs on the major cities so life is 
neither easy nor pleasant. If the local residents don't get you, 
then you can be sure that the cannibals? the mutants, the 
diseases? starvation or the roving road gangs will) You should 
expect a number of false starts before you learn enough co 
survive. 

Next item on the agenda is to get control of a few towns 
yourself, since until you do so the powers that be won’t give you 
your mission. Once you find out where the GUB (Government 
Underground Biolab) is situated you should get there as soon as 
possible since only then can you start on your real mission - to 
find eight missing scientists;agents and bring them safely to the 
GUB so that they can save the world. Some you will find easily, 
some you will get clues about and have to search for long and 
hard, For the last one or two you will be given a Radio 
Direction Finder which makes life ever so much easier! 

The list of commands available includes F(ix Tires)? H(eal 
sick with antitoxin), Transfer supplies to or from a cache), and 
Efmpire Status) which tells you which cities you control and 
how much progress you have made in your quest. Travel 
between the cities is done one square at a time across terrain 
such as roads? farmland, deserts, plains? forests, etc. All 
activities? including travel (which is affected by terrain) take 
time. In bad weather they take even longer. As you make each 
move the time and date arc updated. Each night your men eat 
up food? each square you move (approximately 75 miles) your 
vehicles eat up gas. Keeping up your supplies can be a full time 
job in itselfl 


John Sweeney concludes his 
look at two similar games - 
last issue he tackled Autoduel 


There are numerous locations where special things happen 
- you may find towns where they are handy with cars and 
improve your vehicles characteristics - make note of these, or 
where you find useful companions. You will need a doctor to 
reduce your casualties? a politician to help you in your 
recruitment, and a drill sergeant to improve the quality of your 
men - after each encounter a certain percentage of your 
surviving men will be promoted up through the ranks from 
Escort to Dragoon to Commando to Bodyguard and finally to 
Armsmaster, You will also have to make decisions, Will you let 
your men visit Disneyland or Fort Knox? Will you let them 
gamble in Las Vegas? When you reach wine country how much 
wine will you distribute? The right decisions will improve 
morale, the wrong ones will lose you men. You will also learn 
which places are dangerous, either because of the residents or, 
for example in certain parts of Mexico, because of the food! 

NOW IT’S GETTING GOOD 

Given all the foregoing? yotj already have a perfectly 
adequate game, but I haven't got to the good bit yeti The other 
major element of the game is the fights with the road gangs. 

You have three options for playing these. Your first choice is 
whether or not you want a detailed, tactical fight- If you decide 
against this the computer will very quickly play the fight out for 
you and tell you the results. Although this is easy and quick it 
has a number of drawbacks. First? you can’t apply any of your 
skill to improving your chances so the outcome could usually be 
better? second you don't have the opportunity to capture enemy 
vehicles and third it doesn't change your limit of six vehicles. 

I found the limit of six vehicles very restrictive and the 
only way to raise it is by playing out and surviving a detailed, 
tactical road combat - each win raises it by one up to a ceiling of 
15, 

If you have glanced at the rules and don't yet fed ready for 
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full combat there is a middle route. Say Yes to detailed., 
tactical combat* say Yes to auto-deploying (individually placing 
each of 200 men into the top or interior of each vehicle can be 
very tedious if you don’t!)* and also say Yes to Quick Combat. 
This overcomes the first drawback as you can now enter 
parameters to control how often you ram and which parts of the 
enemy cars you wish to aim at. A little thought here should 
improve your gang’s chances. The computer will then play the 
fight out quickly for you. 

Before declining the Quick Combat option and playing die 
full detailed combat you should carefully read the manual at 
least twice and study the Vehicle Table. You should also not 
expect to win your first few fights - make sure you save 
beforehand (the whole game is so deadly that you should save 
frequently anyway!), The instruction booklet is generally 
extremely good, and you should read all the notes from former 
ganglcaders carefully since they contain many clues (there is 
also a good clue to a useful location on the back page!). 
However, in the explanation of moving and boarding especially 
I feel it could have been a lot better. There is a lot of detail left 
out, and no examples. You will need to experiment a lot to fully 
understand ah the movement, firing and boarding rules. 

The abbreviations shown on the screen are SP for speed, 
AC for acceleration, M for manoeuvrability, B for braking.. You 
will need to watch these carefully and understand their 
interrelation in order to master movement — the faster you are 
going the more moves you get during each movement phase, 
but the less likely you are to be able to turn. You are highly 
likely to lose cars during your first few fights by crashing them 
into obstacles such as wrecks or buildings] If you can’t tell 
which way something is facing check the screen for its FC or 
Facing - this number correlates with the compass points on, the 
map and tells you which way you arc going. Also the use of 
N(ext car) and Q(uit) in transfer operations is neither 
documented nor clear - use Q rather than N if you want all the 
options. 

GET READY FOR THE FIGHT 

So* once you have placed your men in their vehicles and 
armed them (firearms and crossbows only in this game I’m 
afraid) you get the chance to deploy your vehicles around the 
board. You will now have a bird’s eye view- of a small part of a 
large scrollable map. The terrain will depend on where you 
were when you were attacked, it could be a city maze of 
buildings and roads, farmland littered with trees and fences, an 
oilfield complete with derricks, rocks and mud, a road littered 
with wrecks, or one of many other terrains* each with their own 
tactical problems. At this point the only thing you know about 
the enemy’s position is that they are somewhere off the screen 
to the right* so your main concern is placing your vehicles in 
such a way that they can avoid both each other and the 
immediate obstacles once the fight starts. 

The rest of the battle consists of movement phases 
(including ramming), firing phases - each vehicle can fire two 
volleys so it is important to swing them round so that at least 
two of the sides of each vehicle have a view of the enemy* 
transfer phases, which allow you to move men up and down 
within a vehicle* or even between two vehicles if they are 
adjacent (this can of course be deadly!) and a boarding and 
melee phase - you control the boarding. If you have vehicles 


adjacent to enemy vehicles you can try sending men across to 
capture the enemy vehicle - if they get across then the computer 
resolves the melee and lets you know who's won. 

There are 20 different vehicle types from motorcycles* 
through sports cars and limousines, right up to buses* tractors 
and trailer trucks. Each one has 21 different attributes, some of 
which, such as protection factors and manoeuvrability, can be 
improved if you find and or loot the right cities. These factors 
affect not only the movement of the vehicles but also details 
such as how many men can fire out of one facing - from 2 on a 
motorcycle up to 26 on a bus (which can be quite devastating at 
dose range!)* how many can board from each facing or from the 
top, how many men and supplies can be carried* how many 
tyres they need and so on. The detail is superb and makes the 
detailed road combat into a complete sub-game in its own right 
- especially when you have a dozen vehicles, carrying hundreds 
of men, on each side. 

A LITTLE TRIVIAL? 

The only slight criticism of Roadwar 2(M)0 is that the quest 
is a little trivial compared to the scope of the game. Trying to 
find the fifth and sixth scientists across over 120 cities once you 
have mastered the mechanics of the game and built a 
super-gang can go on a bit but even though I have finished it I 
keep going back to have more detailed road fights! One detail I 
might warn you about - each time you die and restart (rather 
than recall a saved game) it rc-ini tialises and moves the GUB! 

I played Roadwar 2000 on an IBM PC* then checked out 
how it looked on an ST at my friendly neighbourhood Atari 
shop - Imoto. The user interfaces have been completely 
revamped for the ST, On the PC the battle results scroll up line 
by line, so if 200 die in a battle you get 200 lines scrolling up at 
2 or 3 a second] 1 made some notes that what they should really 
do is simply display the total statistics at the end of each round 
and, lo and behold* on the ST all results are flashed up 
instantaneously in windows - magic! The only catch on the ST 
is that it goes TOO fast. Make sure you set the speed as slow as 
possible to start with or you’ll never work out what’s going on. I 
would rather they had included an option to allow you to 
control the passage of events with the space bar. The ST also 
tends to use the mouse to pull down windows and point at 
commands. I personally find that this technique is not efficient 
if you wish to issue lots of single key commands in quick 
succession, the keyboard is much better - that is what it is 
designed for after all! Unfortunately they have not implemented 
all the commands on the keyboard, for example you can press P 
to search for People but the submenu you are presented with 
will NOT allow keyboard input. 

Roadwar 2000 is without doubt an excellent game of its 
type - it won’t be everyone's cup of tea because of the level of 
detail and the fact that you need to study the rule book so 
thoroughly. But if you give it a chance I am sure you will get 
addicted. 

An Atari 8-bit version is planned but has not yet been 
released. Watch out for it and watch out for Roadwar Europa- 
coming soon! 

ROADWAR 2000 
SSI (US GOLD) 

Disk, Price £24,99 (ST) 

Price and availability of XL/XE version not 
known at present. 
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XWORD (ISSUE 28): How about an update to an update? 

And an apology for a major boob? Last issue we gave you an 
update to Designer Labels only it had nothing to do with. 
Designer Labels , it was all about XWORD ] Whoops. To ah 
those who are mightily confused, ii was us not you! 

MJDBASE (ISSUE 29): Many thanks to Andrew Strevens for 
the following suggestions for using MJDBASE with a IjGXE. 
This allows MJDBASE to be used with a Ramdisk giving 
instant access to the tw r o modules of the program. It 
makes use of the RAMDISK MOVER program from Issue 28. 
Follow these steps (use a back-up!)' 

1. Rename MJDBASE2.MGR to MJDB2MGR.D8 and 
rename MJDBASE2.UTL to MJDB2L I L.DS. 

2. In line 200 of INTRO change MJDBASE2.MGR to 
MJDB2MGR.D8 

In line 18860 of MJDB2MGR.DS change 
MJ DBA SE2. UTL to MJDB2UTL.D8 
Delete line 18850 of MJDB2MGR.D8 and re-enter as 
? CHR$(125) 

In line 7310 of MJDB2UTL.D8 change 
MJDBASE2.MGR to MJDB2MGR.D8 
Delete line 7300 of MJDB2UTL.D8 and re-enter as 
? CHR$(125) 

3. Load the Ramdisk Mover program (RAMOVE.COM) 
onto the same disk as the three database programs and 
make sure you have the full DOS 2.5 on the disk. 

In line 3060 ofRAMOVE.COM change MENU to 
INTRO 

4. Use DOS 2.5’s SETUP.COM to set up an 
AUTORUN.SYS to run RAMOVE.COM 

On boot-up, the regular 1050 will take 61 seconds to set up 
the database programs in Ramdisk and to display the main 
menu. Transfer between the Manager and Utilities sections of 
MJDBASE is now instantaneous and all that is now required in 
the disk drive is your Data disk- 

* * * STOP PRESS * * * 




fltf-64 APACHE 

OUNSHIP 


Our Flight Expert John 
Davison reckons he has 
flown just about every 
flight simulator going, so 
we got him on a real one on 
the Microprose stand at the 
PCW show! Not so easy, 
John! 


3-D ANIMATOR (ISSUE 30): We are still 

working on all the problems with this one! Here is 
the first fix. For the 800XL, change Listing Z so that 
the PROTECT-1600 in line 60 reads PROTECT =1738. 
Apparently there is more free RAM in an 800XL than 
in a 130XF! 


HAVE YOU RUNG FOR 
THE PAGE 6 
CATALOG YET? 

DO IT NOW 

0785 57005 

(24 hour answerphone) 


At the PCW Show a few months ago there w as an Item on 
displav guaranteed to make the Bight simulation Ian drool - the 
fabulous Mieroprose Gunship Attack Helicopter Simulator. If 
you. haven’t heard., Gunship is Micro prose s finest flight 
simulation product to date, It’s very similar in concept to 
Digital Integration's Tomahawk, being a combat simulator 
based on a Hughes AH-64 Apache helicopter. The Gunship 
software has recently been built into a ‘real 1 light trainer rig, a 
massive machine standing about 8 feet high and weighing 
nearly one and a half tons! It's no wonder the Microprose stand 
was so popular. 

link flight trainer 

The original hardware was built in the USA by the Link 
company sometime in the 1940’s. Yes, it's one of the legendary 
Link Trainers used to teach instrument flying techniques to 
many thousands of pilots. You’d never guess its ancestry by its 
current appearance, though. At some stage it was converted 
into a helicopter trainer, a role it fulfilled until the early 19 . ft’s, 
when it was donated to a flying club in the USA. its history 
from that point is unclear until about 5 years ago, when it was 
discovered mouldering in the unlikely surroundings of a scuba 
diving equipment shop! It was found by inventor and computer 
enthusiast Marty Feck, who persuaded the shop to let him take 
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U off their hands. Marty then reconditioned and rebuilt it in his 
garage as a hobby project} taking IS months just to get the 
trainer’s instruments and basic movements working again. 

He then decided to bring it completely up to date by 
incorporating modern computer technology} custom designing 
and building special electronics to interface the trainer’s flight 
controls to the onboard computers. A customised IBM PC-AT 
clone dues most of the work, running the Gunship software and 
driving a specially designed soundboard. There’s also a 
Commodore 128 involved somewhere in the works. (Wot, no 
Ataris?) 

Unlike the original Link Trainer, Marty’s machine provides 
the pilot with sight and sounds of his surroundings - by 
courtesy of the Gunship program, of course. Graphics arc 
displayed on a Sony 19 inch colour monitor in front of the pilot, 
while the sounds of engines, rotor, and weapons receive full 
stereo reproduction through the integrated 20 watts per 
channel sound system. 

The entire cockpit control panel has been redesigned to 
interface with the Gunship software, so the pilot can use real 
panel switches instead of a computer keyboard to operate the 
program. Although the monitor displays the Apache’s essential 
instruments, the panel also carries a number of‘real 1 
instruments such as altimeter, airspeed indicator, etc. And to 
Sturt the engines there’s a proper Ignition key I 

The pilot controls the Apache using authentic rudder 
pedals and collective and cyclic pitch control sticks. These 
affect the program just as a computer joystick would and cause 
the display on the monitor to react accordingly. The horizon 
rises, falls, and tilts convincingly, and the scenery pans across 
the screen if you turn, with ground details sliding under you 
realistically as you fly over them. 

But now for the clever hit - the controls are also linked to 
the trainer’s motion system. The cockpit is able to physically 
pitch or roll up to 50 degrees up down or left right and to 
horizontally rotate through MO degrees, so the pilot gets a 
physical sensation of movement as well as seeing it on the 
screen. It’s a flight simulator fan’s dream machine. 

BY INVITATION ONLY 

Thanks to the efforts of the Editor E was lucky enough to get 
an invitation to fly the machine. (I always knew Editors had a 
use!) Marty Peck himself was there acting as instructor, and he 
carefully explained all the Controls to me before closing the 
door and sliding the hood shut over my head. This provided 
Complete isolation from the crowds outside - I really was in a 
simulated world of my own! Marty directed me from outside 
and we both wore headsets so we could communicate during 
the flight. Marty’s microphone was also linked to the public 
address system on the stand, so everything he said could be 
heard by the watching crowds. The stand also had monitors 
slaved to the simulator’s monitor, giving everyone a pilot’s eye 
view of the flight. It also meant that any prangery by me would 
be VERY public! 

Marty talked me through the startup sequence, and with 
the rotor spinning a gentle pull on the collective pitch lever 
caused the ground to smoothly drop away and we were 
airborne. Then, a forward movement of the cyclic pitch control 
caused the whole cockpit to tilt forward and the horizon to rise 
on the monitor, and the Apache began to accelerate rapidly 


forwards. Following Marty’s instructions 1 flew a series of 
manoeuvres designed to locate an enemy ground target. At one 
stage 1 was Skimming along very dose to a mountain and had to 
take rapid action to avoid hitting it, causing the simulator to 
pitch, roll and rotate in an alarming manner. It feels much 
worse on the inside than it appears from the outside, I assure 
you! 

Suddenly, we found an enemy tank. E selected a Hellfirc 
missile with the appropriate panel switch and locked the 
aiming system onto the target. A Squeeze on the firing trigger 
caused the missile to streak away, and after what seemed an 
eternity It blew the enemy to smithereens. 



ENGINE FAILURE 


Then Marty told me I was about to have an engine failure, 
and would have to perform an emergency landing. Under his 
guidance E uncoupled the rotor from the engines and got the 
Apache to auto rotate, the helicopter equivalent of a glide. This 
resulted in a rapid descent, cushioned at the last moment by a 
judicious tweak of the controls. Emergency landing? 
Semi-controlled prang, more likel 

When Marty opened the door 1 staggered Out with knees 
trembling and hands shaking. To prove I’d survived the ordeal 1 
was presented with my ‘Gunship Test Pilot’ wings. 

The Gunship software isn’t out in Atari format yet, but has 
received rave reviews on other machines. From this short 
experience I can see why - It’s got all the hallmarks of a classic 
simulator. An ST version should be In the shops by the time you 
read this, but don’t hold your breath waiting for an S-hit 
version. Mieroprose say there won’t be one (shame on you, 
Microprose), If the ST version’s anything like the one 1 flew 
here it should he a real treat. I hope to give it a detailed review 
as soon as I can lay my hands on a copy. 

Finally, I’d like to thank everyone on the xMicro prose stand 
for making my visit such a memorable one, with special thanks 
to Marty Peck and Fred Schmidt for providing the material for 
this article. And thanks, Les, for making it all happen. 
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The sound capabilities of the Atari 8-bits arc seldom held 
in high repute by any but the most avid Atari freaks, but surely 
the fact that a version of the POKEY chip (which is the heart of 
Atari sound generation) is responsible for the music on some 
top coin-op games, including Gauntlet, means there is a great 
deal of potential hidden away somewhere. Hopefully, this 
program will help realise some of that potential. 

ORIGINAL SYNTH utilises the Atari's 'volume only* 
method of sound production. A full explanation of this is given 
in the book De Re Atari but here is a brief explanation to help 
you understand how the program works. You should be 
familiar with the BASIC SOUND command, if not you can 
look it up in many reference books or the BASIC manual. One 
of the parameters that may be set is ‘distortion 1 . 

If an odd distortion number is used with zero pitch and 
positive volume, a ‘click 3 will be heard. The volume of the click 
will be equal to the difference between the previous and the new 
volume. For example, if you specify volume 0 and then volume 
15, the resultant volume will be 15, If you then specify 15 again, 
the resulting volume be 0 (15 - 15). If a great many of these 
clicks are produced in succession, a musical tone can be 
produced. From BASIC only a low buzz can be produced but 
when using machine code, the loop must be slowed down since 
at full speed only dogs would be able to hear it! Original Synth 
makes use of this feature to produce some very interesting 
sounds, 

THE DISPLAY 

When the program is RUN, you are shown a graphical 
view of the AD SR, This is how the volume of the note changes 
as the note is played. Unless you have changed anything, the 
volume will start off at full, decay to half volume, stay at half for 
a while and then fade away to silence. This can be altered to 
produce special effects but more about that later. Every 
calibration on the AD SR display is equal to one second of real 
time. 

If you press W, the display will change to show the 
current waveform. The waveform controls how the note 
actually sounds. For example, brass instruments typically 
produce a triangular waveform. This program cannot 
synthesize an instrument exactly, however, since the waveform 
of an instrument varies as the note is played but it can give an 
approximation of different types of instrument. 


THE MENU 


The lower half of the screen shows a menu of options. I 
will explain each option in order: 


Sound Type — When this is set to FULL the ADSR is 
enabled. When, set to PURE the volume remains constant and 
the note is purer. 

Distortion - When enabled the screen is still displayed as the 
notes are played, resulting in a more fragmented, less musical, 
tone. 

Light Show - When enabled, each note is accompanied by 
coloured lines moving up or down the screen. 

Configure - If you find that you are using a certain 
combination of waveform and ADSR frequently * choose this 
option to save the combination to disk. When you next run the 
program, that combination will automatically load. 

View xxxx - Scrolls between the ADSR and waveform display. 
Edit - Edits either the waveform or ADSR, depending on 
which is currently displayed. Note that in editing mode the 
cursor is only one Graphics 8 pixel and may be difficult to 
locate. 

For Waveform Editing, move the bashing cursor around 
the screen with joystick 1 or the cursor keys and alter a point 
with the fire button or by holding the Return key. To alter the 
length of the waveform, position the cursor and hold the space 
bar. Shortening the waveform generally makes all notes higher 
and lengthening it lowers all notes, This is not always the case 
though, since altering the number of peaks present may 
counteract this effect, 

ADSR Editing takes a different form to the waveform 
because there are 512 possible points for the cursor. The 
joystick and cursor keys move the cursor 1 point at a time while 
TAB and SHIFT + TAB move the cursor 20 points right or left 
respectively. Holding the fire button or Return key plots a point 
after which the computer joins the points with a line. Up to 64 
points can be plotted at any one time. Holding space will delete 
a point providing the cursor is on a point previously set. Tibs 
can be determined by the Point Set message on screen which 
will show whether the point at which the cursor is residing has 
been set. 


your keyboard into a unique 
sound 
with 
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Listing I 



BEN KWM H Jt H 

BFM m 
REH K 
REM 1 * 

REM « 

EFH *- 

rem * pace 

REH X M K M X H 
REH 


FILE CREATOR for 
Orisina! Synth 

fey 

B-. k#nn«rlvv 


HAGA7TME _ ENGLAND «t 


aa 10 GRAPHICS O: 5ETC6L6H Z,0,0:? ‘' f-JI/iHJ 
■^Ui'VDIH ASEiiJ 
SM 2# TRAP 501 READ & 

It in IF &<6 TritR HEAD EfFOR H=1 TO ~D : PU 
T Hi. j E 1 WEKT M l GOTO 7 in 
p£ 4P RUT HljDjGDTD 20 

SU SB TRAP GO:READ At I 7 A?;CLOSE HI:OPEN 
B1, 6, B>, At: GOTO ZD 

HR DR CLOSE tils? tf r, RUH 1 D : SYNTH . BAS 1 “ E RU 
m "D: SVNTM»8AV 
EV 70 OATA Da AUTORUM.SVS 
KI HO DATA 25 5 j 25 5, l(iB, 6,162,6,76,175 
ZV 90 DATA SfLZSjR,Z51,5,160,11,105 
UC 100 Oft I A 0,728,153,163,6,135,16.247 
LU 110 RATA 109,222,1*1,1#9,6+±69,5,141 
ME 120 DATA 108.0,i/2,170,.6,174,169,6 
RA 110 DATA 212.203.1,200,142,7*5,6,140 
WR 14B DATA 247,6,169,163,141,31,3,169 
IM 158 DATA 6,141,34,3,96,172,0,0 
KW 168 RATA 200,IB,169,8,141,33,3,lb9 
"E 178 DATA 220,141,34,3,185,1,6,205 
RU 18# ARTA 0.6,72,32,251,6,104,160 


I O - After choosing which type of I/O you require, you will be 
presented with a directory of waveforms nr ADS.R& as 
appropriate. Choose which hie you want by typing its number. 
If you are saving a new file you will be prompted for a filename, 
just type the name and NOT die “D:” or extender. Pressing 
the Escape key will abort the operation at any time before the 
file number is chosen, Be careful! The program is only 
protected against the ‘FILE NOT PRESENT 5 error and no 
other disk error is accommodated such as ‘DISK FULL 5 . 

PLAYING MUSIC 

This what all that editing is fori Press START to enter 
music mode and the computer becomes a 3] octave piano 
keyboard as shown in Figure I. SPACE is the lowest note and 
RET’CRN is the highest- Z-INV and Q-RET arc the 'white 5 
notes while S-; and 1-DEL are the ‘black’ notes. Pressing 
OPTION at any time will return to the main menu. The notes 



P LI 

190 

DATA 

KJ 

200 

8a i a 

8C 

216 

De i o 

ZN> 

22B 

DA T A 

FV 

23b 

DATA 

' LL 

240 

DATA 

JW 

250 

DAT 4 

ttVE 

250 

DATA 

DA 

270 

DATA 

or 

2G6 

DATA 

i 85 

290 

DATA 

AI 

300 

Data 

TR 

310 

DATA 

it 

328 

DATA 

SY 

330 

DATA 

ID 

248 

DATA 

DU 

258 

DATA 

AD 

36# 

DATA 

PH 

37D 

DATA 

EM 

360 

DAT* 

H5 

398 

DATA 

UP 

4B# 

DATA 

Rtf 

416 

DATA 

LE 

426 

DATA 

05 

436 

DATA 

FJ 

446 

DATA 

58 

4 56 

DATA 

HE 

466 

DATA 

MC 

476 

DATA 

5Y 

400 

DATA 

VI 

498 

DATA 

IP 

56# 

DATA 

5K 

516 

DATA 

cr 

526 

DAI A 


3 


86 

53 B 

DATA 


6 


V V 

940 

DATA 


9 


DM 

556 

DATA 

LT 

560 

DATA 

HP 

5 76 

DATA 

ML 

580 

DATA 


1 


01 

59 0 

DATA 


0 


HK 

66# 

DATA 

PH 

610 

DAI A 


#4 


VM 

62 0 

DATA 

HO 

63Q 

DATA 

FJ 

040 

DATA 


63 


DC 

55# 

DATA 

UA 

660 

DATA 

EL 

67# 

Data 

TH 

66# 

DATA 


1, 36,283,6,238 ,1 6,108,250 
191,65,2,08,2,#, 9,0 
9,11,1.226,2,227,2,IDO 
6,224,2,215,2,Z53.6.8 
6,15,6,16,105,03,65,66 
46,72,04,7«.89,83,56,60 
34,7 3,65 , B Z „ D : DA T 4 „ DA T , -13 
8,175,17*,159,167,163,174,1*1 
172,125,173,185,174,ISA.158 
-22,8,34,121,6,34,14 
41,1B1.110,110,101,114 
ISO,181,121,0,8,99 
9, 17,25,24,23,-9, 0 
265 r 2BB ,281,255 
E1D,£2,238,203,200,5,230,204 
±85,ZB*,J01,112,246, 3,70,90 
223,£09,111,133.204,169,255 
131,203,109,255,113,206,76 
98,228,16,42,13,62,58,0,18 
-0,6,104,173,31,200 
261,6,200,5.159,7,76,170 
6,LZS,13,210,201.255,2*8,237 
173,9,218,16#,#,217,110,6 
2 08,4,152,76,178,6,20#, I9Z 
7,100,242,76.129.6.24,42 
160,105,189,6,133,212,185,190 
6,133,213,109,255.141,252,2 
96,104,10,232,3,288,7,4 
15.204,16,16#,£5,172,13,40 
17,104,162,DO,109,123,133,204 
169,8,£33,203,150,0.177,283 
86,233,40.145,201,160,1,177 
203,233,0.£45,263,230,203,230 
2*S,230,2«3,3?,190,107,165,20 


201,239,208,224,707,20®.213,9 


104 . 162 . 80 . 169 . 128 . 133 . 204.16 

8,133,203,160,0,177,283,24 
105,40,145,783,166,1,177,203 
185,6,145,2&3,2iU,2B3,238,203 
230,203,32,190,107,155,283,26 

239 . 208 . 224 . 707 . 706 . 213 . 96.16 


20,136,288,253,96,104,104,133 
204,104,133,203,104,133,206,1 

£33,205,104,104,160.8,145,283 
166,204,226,205,240,0,23#,203 
20 0,24 4,230.20 4,206,2*0,166,Z 

228,208,240,1.238,203,206,230 
96,21,199,*3,269,149,195,172 
162,17,98,1,31,202,37,72,176 
172,176,15#,78,125,153,16# 



played by this keyboard will sound according to how you have 
set the waveform and ADSR, I have provided several examples 
which you can loud in from your disk, but you are free to design 
as many as you wish! 

I have found that playing music with this program has 
helped me understand the layout of the piano keyboard and the 
intricacies of sound shaping. As an added bonus it has impro ved 
my finger/keyboard coordination and so increased my typing 
speed and accuracy considerably, I hope it wilt bring you 
enjoyment and benefit in a similar way. 
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Figure t * Motes on the Keyboard 


TYPING IT IN 

You will need a disk with at least 250 free sectors and 
it is recommended that you start with a freshly 
formatted disk as this can be used to autoboot Original 
Synth* 

L Type in listing 1 j cheeking it with TYPO 3, 
and save it with the filename D: CREATOR.BAS 

2- I ype in listing 2 , again cheeking it with 
TYPO 3^ and save it with the filename 
D: SYNTH, BA S* 

3, Ensure that your disk remains in drive 1 and 
is not write protected and then load and RUN 
D:CREATOR.BAS, This will create an 
AUTORL'N.SYS and several other DATA and 
support files (13 in all) and then will the run 
SYNTH.BAS 

4* CREATQR.BAS need only be RUN once, 
after which you may either auto-boot the disk or 
type HUN “DtSYNTH.HAS” whenever you wish to 
use the program. 

























KM 690 DATA 712,74*26,133,178.167,210,177 

GE 700 DAT 0 U4,lljllljiO0,165,0 r >,H6,9& 

Tf 7tB DA 1 A 54*94,199,160*37*17,214*213 

LT 77fl DA I A 170,1*8,61,193,IIP,22 
L0 730 DATA 11,21, 79,134 . (12,1S&J 65,107 
HH 740 DATA 57,36,232,735*112*137,52.710 
Ml 750 DATA 1G1,bfl,33,164,175,IBS,230,27 
IT 760 DATA 16,11,229,74*223,13,I,#l 
YF 770 DATA 173,35,111,166,ill,69*12S,176 
NS 7SO DATA 149,34,110,23*,179,163,5,117 
TU 796 DATA 142,62,127,40 r 56,62,167,207 
05 ADA DATA 220,11** 137,169,126,22*,. Hi .6 
B 

IT BIO DATA 137.60,210,155,214,16.05,169 
KD 020 DATA 0,441,14,212,169,O,141,14 
YB 030 DATA Zlflj141,0,212,141,0,210,1*1 
A? 0*0 DATA 1,21D,169,3,141*15,210,162 
All B50 DATA O,IBS,2 36,109,24,105,16,141 
JU- B6B DATA 1,210,164.209,240,12.172,9 
FR 070 DATA 710,121,240,107,1*1,20,200 
DO 060 DATA 1*1*2*,2&0,172.9,210,165,172 
Of B90 DATA 10**181,0,240*3*56,233,1,150 
JA 906 DATA 136,208,253,232*224,10,290.70 

9 

HH 9l0 DATA 1E2,8,173,15,210* 201,255 , 200 
KD 920 DATA 2*0,173,31,200*201*3*200,241 
FP 930 DATA 16** 6-4,141,14,210* 1*1, 14,212 
MV 94,0 DATA 169, 3*, 1*1,0,212,169,2*5,141 
L£ 950 DATA 232*2*104*96,224,169,0,141 
S£ 960 DATA 0*212*169,0*141*12,210,141 
KD *7B DATA 0,210,141,1*210.153*207*133 
CO 900 DATA 200*173,34*2*133,285,173,*5 
tO 990 DATA 7,133,206,169,1,1*1,15,210 
DM 100O DATA 169*6,162,5*16O*&0,32*92 
HP 1010 DATA 228.159,64,141.14,712,162,0 
OH 1020 CAT A 15*,110,133,204.159,0,133,20 
3 

LH 1.010 DATA 109,aao,109,55, 150,0,2*1, 203 
HlK 1840 DATA 176* 2* 169,8,24*105 r 16* 141 
CN 1050 DATA 1,210,154,289,240,13,177*9 
DO 1060 DATA 710,24*121,240*107*141*26,70 
6 

MX J.B/0 DATA 141 * 7*, 2 08 ,172,9.710,105,172 
FA I08B DATA 109*112* 20 7* 56,233.7,168,136 
OP 1090 DATA 200,253.177,9,210,196,707*24 
0 

IT 1100 DATA 12*169,118,133*204.169,B*133 
UK 1110 DATA 703,133,200,137,267,232,27*. 
10 

&E 1120 DATA 205*102*162* 0,173 *31,296,201 
HA 1130 data 3*240,34,173,15,210*701,255 
rs 1140 DATA 208,7,169,?S5*133*207,7*,97 
Hrt 1150 DATA 109*173*9*210*497*287,248*is 
2 

CL il*B DATA 109,1101, 133,204,159,0,133,20 
3 

DO 1170 DATA 133,288,76,23*109,169*6*,Hi 
111 1100 DATA 14 *210,169,3** 141*6* 212* 18 9 

CD 119A DATA 6,156,206,154,205,32* 92,228 
TK 1700 DATA 159.6**141*14,217,159,255,14 
1 

LIC 1210 DATA 152,2,104*96,169,106 
cut 1220 DATA 12 7* 93 5*8*26 *0,22* 38 

PD 1230 DATA 14*31,20*17,173,0,164 
06 1240 DATA 0,0,153.700,234,0,0.59 
VA 1250 DATA 41*8*48,67*76,113,246,99 
Ft 1260 DATA US,8,119,07,82,51*6,55 
DL 1370 DATA 38,0,44*53,72*20,0.14 
23 1266 DATA 0,15*31*0,19*8*144*195 
PC 1296 DATA 0.0*164,221,113*112,112,56 
GR 1300 DATA 0,6,2,79,10,113*79,56 
Z J 1310 DATA 133* 79* 96, US , 79* 136* i3S* 79 
FF 1320 DATA 175,133,79,215*133* 79,0,13* 
tto 1330 DATA 79,40,134*79,80,134*79,120 
GZ 1140 DATA 134*79,100,134,79,200,134*79 
0K 1350 CAT A 240,134,79* 24*135* 79*64*135 
TK 1368 CATA 79*104*135,79,144,135,79,104 
JD 1370 DATA 135 * 79,224,135* 79,fl*136.79 
DZ 1300 DATA *8.136*79,BO,136*79,128,136 
EM 1390 DATA 79,160,136,79,205*136* 79,24D 
JM 1400 DATA 136*79,32,137*79,72,137*79 
HA 1410 DATA 112,137,79*182.,13 7,79.192* 13 
7 

KJ 1400 DATA 79,237*137*79,16,138*79,56 
HD 1436 DATA 130,79,96,130.79*136*136*79 

DM 1440 DATA *76*130,79.7*6,138,79,0*139 
7P 146U DATA 79.40*139*79.80*139,79,120 
UD 1450 DATA 139.79*160 *139,79.200,139* 79 
10 1476 DAI A 240.139.79*24,140.79.64*140 


LU 1480 DAI A 79,104.140,75*144,1*0.71,154 
VO 1490 DATA 14 0* 79,2 24,14 0*74.0,141,79 
OY 1500 DATA 45*141 * 79*80,141■79*128,141 
UF 1,1(1 DATA 79*160*141,79,706.141*79,240 
Z» J5ZU DATA 141,79*34,142,79,72,142*79 
AH 1530 DATA 112,142,79*152,142,79*192*14 
2 

CK 1540 DATA 79*432,142,79*10,143,79,55 
CO 1550 DATA 143*79*90*143,79,136,143*79 
IM J56D DATA 176.1*3,79*216,143,79.0*144 
SL 157 D DATA 79,40,144,79*00,144,79,120 
K« 1560 DATA 144*79,150,144*79,200,144.79 
1590 DATA 240*14 4* 79,152*15 7* 79,192.18 
/ 

AV 1600 DATA 79*232*157,66,iS,180,-11,2 
TU 1610 DATA 65,8*126*32,-15*100,216*193 
SV IG20 DATA 214,197*196*207,210,200 
AG 1670 DA IA -15*100,32,32,-17,160.193*19 
0 

ZE 1640 DATA 211,210,-17*160*32,70*65*70 
HK 1550 DATA 76,68,05*62*69,75,78*70,79 
HC 1660 DATA 78*32,87,55,86*09*70,79 
At 1670 DATA 62,77,65,68,83*62* 32,32 
BT 1680 DATA 42,3 2*17,—7,16,6* 32,29 
BK 1650 DATA -16*30,1Z4,32,211,212,193 
UT 1/00 DATA 218*212*32,124,32,29*-IB*30 
OR 1710 DATA 124* JL1B* ill, 32* 112* 106* 97 
AK 1770 DATA 121,124.32 * 29*-10*30.124* 32 
IF 1730 DATA 115,111,117*110*108,32,124 

HU 1740 DATA 32,29,"10,38* 25* — 7*10,3*32 
EZ 1750 DATA 17*-0,18*5,29,-18*30,124,32 
CC 1760 CATA 32,80* 6S* 03,72,32,32*124,29 
CL 1770 DATA -10.38,124*32,207,208,212 
OL 1780 DATA 201,207.286*32,±24,29,-10*38 
JK 1790 DATA 124,70,79,82,32,77* 69,78,8® 
TU 1800 DATA 124*29,-10,38.36,-6*18 
MZ 1010 DATA 3*17*-11*18*5,29.-13,30 
6T 1620 DATA 124,08.82**9,03,83,32 
AA 1030 DAI A 211*286,192,195,157*124*29 
O# 1340 DATA -13,30*124* 32,84,79 
El 1BT50 DATA 32,32,66* 76* 64,69* 62.32 
KC I860 DATA 124,29*-13*30,124 
KH 1070 DATA 32.32*70*69,75,71*64*72 
0& 1060 CATA 32,42* 32,124,29,—13,30*20 
CCi 1690 DATA -11* IB, 3,17* -11,16* 5*29 
BO 1980 DATA -13.30*124*06,02,69*63,83 
38 1910 DATA 32*211,2 06,i93,196*157*124*2 
9 

BM 1920 DATA —13,30,12 4* 42,84 
Ul 1930 DATA 79*32,32*09,83*65*03,69 
HA 1940 DATA 32,12*,29*-±3,3® 

RG, 1950 DATA 124*32,32*32*00,79*73,70 
£T 1960 DATA 04*32,32,32*124*29 
3A 1970 DATA —13*30* 26* —±1 * 16,S 
HY 1480 DATA 89*59,81*70,79,32*20**107*19 
3 

Ml) 1990 CATA 190.160*211,193,214*197,166 
IZ 7808 DA If. 215*193*214*197,190.207*210 
CD 2010 DATA 205,193,1*6*111*218,-5,32 
Ft 2020 DATA C!BOOT,&At* 8 * 1,3,4,6,7,9 
SR 2038 DATA 11,13,15*-tE*B*l*2*3*4,5 
HJ 20*0 DATA -99*8*”16,7,-17.8,-IT,5 
pn Z*50 DATA -Ifi.JLO*-17,11,-17* 12*-i6*13 
PO 20&O DATA -17,14,-270*15,-4,0 
HH 2070 DATA 2,0,4,0,10 * 8 * 100,6,250 ■ 1.0 
Dt 2080 DATA -116*6*0*10.0,0*1 
UY 2090 DATA OI BLANK.Ml,-20*«*10,1.0,1 
HH 21.00 DATA 56,233,1*7 

fill 2110 DATA D i SAWTOOTH.H2,0,1,3,4,6,7*9 
Ft 2126 DATA 11,13*15,-10,0*16 
PA 2136 DATA D : HEI’RD - H3 *8,2,6,5,0,8 
OK 2140 DATA 8,11*0,15,-9.8.0*18 
SZ 2150 DATA 6:SINE,W4,0,1*4*10,14,15 
AY 2160 DATA 14*16,4,1,-18*0*10 

KH 2170 DATA DtDOUBLE.H5,8,5p8,2,5,4,8 
ZI 2150 DATA 7,15,15*0*7,16.6,8,3,1» 

ST 2198 DATA 12,15,5*28 

JT 2200 DATA D : BDit. W6,0,0,-5 * 15*-13* 0,10 
HA OilO DATA DJULAHIC.Al,-512,0*0*0* 0* 1 
QQ 2220 DATA 0,0,24,185 

HC 2230 DATA 2*3* D ! HFN&CZVLi. A2,-‘5.8* I 
IY 2240 DATA 2*3,4.5,-99,*.”16*7,-17,6 
CK 1258 DA I A -17,9,-15*18,-17*11,-17.12 
LH 2260 DATA -16,13,-17.14,-170*15.0,-4*< 
0A 2270 DAT A 2,0*4.0,10*0*100,6,250,15 

&C 7200 DATA Q:HAEOLt.A3* 0,3* 5,9*12*IS 
AH 2290 DATA 12,9,7,4,1*4*7*9*12 
HJ 2360 DATA 15,12,9*7,4,1,4,7 
SO 231® DATA 9,12*15,12.18*7*5,2 


MS Z320 DATA 5*7,10,12*15*13.10*0 

ys 2330 DATA 5.a*5*E*10,13,15*13 

SI 2740 DATA 10,6*5*3*5,0,10*13 

tlC 2350 DATA 15,13*11*0*0*4*0,0 

DT 23EO DATA 11,13*10,13,11,9,7*5 

D5 2370 OAfA 7*9,11.12,15*13,11*9 

Z 5 2300 DATA 7,5,7,9,11*13,15,13 

VfC 3330 DATA 11,10*8,0,0,10.11*13 

®Z 2400 DA I A 15,13,12*18,9* 7 * 9,10 

jfi 2410 DATA 12*13,15*14*12,11,9,8 

IC 2420 DATA 9*11,12,14,15*14*12*11 

CL 2436 DATA 9*0*9*11,12,14*15.14 

n 2440 DATA 13.11*10,9.10,11,13,14 

J1 2450 DATA 15*14,13*12,11,10,11,12 

OH 7460 DATA 13,14,15*14,13*13*12,11 

UT 2470 DATA 12,13,13,14*12.14*13*13 

TV 2400 DATA 12,11*12.13*13.14*15*14 

TV 249« DATA 14*13,13,12,13*13.14,14 

VO 2BD8 DATA 15,15,14.14*13*13.13,14 

BA 2810 DATA 14,~4,15,-5 * 14*-319,15 

HT 7E7B DATA 40,200,15,8.8*5,15 

00 2538 DATA IB,1,15,15,20*1*25*15 

KB 2540 DATA 38*2,35*15,40,3* 48* IS 

HH 255® CATA 50,3,55,15,08,4,60,15 

£H 2560 DATA 70*8*75,15,00,5.85*15 

HH 2570 DATA 98*6,9^*15*100,7,105*15 

FF 2680 CATA 110.5*115*10,120,0,125,15 

TT 7®i« DATA 130.9,136*15,140,10,145*1® 

HR 2600 DATA 158,11,155. 15*1*B* 11*165,15 

MCI 2010 DATA 1/0*12,175,15,100,13,185,15 

lift 2626 DATA 1 90* 14,195, 15 . D i MULTIPLE . A4 

ZD 7638 CATA 15*8,6,5 

HH ZOda DATA 16,15*0*8*5,10,15,5 

MD 2«58i CATA 0,5,18,10*6*6*5,10 

kG 2 60® DATA 15 *8,0,5,10*19 * 8 * 8 

5N 2570 DATA 5,10,15*8*8*8*10,15 

It'Ll 2 000 DATA B * 0,5,10,15 * 0*8*5 

HH 2090 COTA 18*15,8.0,5.1®*18,8 

MB 7700 DATA 0,5,10*15,8,0,5,16 

BT 2710 DATA 15,8,0,5.10*15,8,0 

Oft 2728 DATA 5,10,15.0,0*5*16,15 

HH 273® DATA 8,0,5,10*15,8,0,5 

HJ 274® DATA 10*45,0,0,5,10*15.8 

HD 2750 DATA 0*5*10,15,0,8*5*10 

Itl 2760 DATA 18,8,0,5,10*15.8*0 

SB 2770 CATA 5*18*15,8,0,5,18,1® 

AH 2/68 CATA 3.8.5,18*15,0,0,5 
HY 77BB DATA 10.15,8,8,5,10*15,0 
MD 290® DATA 0,5,10,15,8.8*5,10 
QU 2310 DATA 15,8,0,5.19*15,0,0 
SC 2020 DATA 5 * 10* 15,6,6,5*18*15 
AS 2630 DATA -356,15*63,0,0,0 
MA 2040 PAT A 15,2,0.5,15*7*8*10 
ZR 2858 DATA 15,12*0*15*15*17,0,20 
Dt 2860 DATA 15,22*6*25,15,27,8,30 
DR 267® DATA 16*32,8,35*15,37*0*48 
KF 2BUB DATA 15*42*8*45,15,47*6.50 
HR 2 B 90 DATA 15,57*0*55*15,57,0,66 
at 2900 DATA 15,02*0* 65,15* E7,0,/U 
TP 291® DA1A 15*72,0.76*13,77*0*60 
HC 2920 (TAT A 15*02,0.85*13,87*8*90 
XH 2930 DATA 13,92*6*95,15,97.0,100 
HH 2940 DATA 15.18-Z, 0,185* 15,187 , O , 118 
BE 2950 DATA 15.112*0,115,15*117*0*120 
0B I960 DATA 15,127,8,125*15,177,0,130 
YY 7970 DATA 15.132*0*135*15,137.0.140 
CM 2980 DAT A 15*142,0*143*15*147,0,150 
rV 2990 DATA 15*157*0*155,13 


B . Kenner lev 


GIHAL SYNTH! 


tCJ 1967 



UouruJ typo : FULL 
01 Star®ion :OFF 
[light shew i GN 

Configure Bool 
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Lifting: 2 


0HIG1HAL SV NTl>l 
by 

fi . KEKHEH4.LV 


MAGAZINE - ENGLAND' * 

H M H KM 


•an i nrH 

OR 2 ftEn « 

;a 3 otn ■ 

IT 4 HEM * 

IZ 5 HtM * “- 

HK ft PEN * PAGE 
PIT 7 REH 
NN 8 REn 

GD It) 1*41 TO 2Q0G0 

cc 88 reh HnmpacBEHaiai 

KZ 100 S=S1ICk CB1 ;CH = PEEK (7641 
PK llfi HC=KC*(!5=6 OR 1 = 7 OR 5=5 OP CH = 7) 
4H0 HCOtES - t(S=10 OR S = lJL OP $S? DR C 
H=bJ a HD HOOT 

51 120 YC=Yfc*f(5=8 OR 5 = 13 DR 5 = 5 OR £H=I 
SI PHD VC f j 51 — C (.5 = 111 OH 5ri< OR 3 = 6 OR 
Cli=14l AND VC>01 
KU 12 S PDHF 704,255:RETURN 
■OR *8S HEM 

FI 9,000 OH BCR COto 1180 
LZ 1610 PEH l7TLt044.|;a: 

HO 1020 L U 'j IJ n 4504J 4 COL OH 1 

LD 1A3B PLOT II,4*LIB-PEEK£2014013*K11FOR 
H = ! TO 2BI&HAHT41 ll + lSSKM+US PFEMf 
S14BfK>) WK1 : N EX T KiCOLOft 01 PLOT 318*73 
EH 1040 COLOR L£ PLDT LTHN15+11*4:DRAMTO L 
T«*15+ll*7S;FLOT LTH»I5+12,4 ; DRfiMTO LT 

H^is+ii ,73 t color e jpldt 315,75 
OB 1050 tt=U5R(27583,4052B,40*5*,01:POK£ 0 
8,64:POKE 88,136iPOKE 07,0 
Pit 10SB POSITION 0 , 17:7 *■ 
f I I I I I I I 

PT 1070 POSITION 3,14:? "Position NO,"tftB 
SITinN 70,14;? "CUPPent Oo1u«0= ,i 
KK 1600 POSITION 3,17:? 051255,4153:POSIT 
ION 23*17:? GSCZB5.78S1 iROBIIIOH 10.15 
! ? "HAOEFORH LENGTH?:" 

HE 1050 POKE B8,16: POKE 88*IJ3:POKE 62, o: 

LOCATE 15*WC+11,VCKki**,! 

EG 11 B0 FOP K=0 TO 1:COLOR HOT Z :PL4JT IS 
NXC+11,YC»Kl+4ICOLOP 1iPLOT 1B*HC4I1,V 
C«K1«4:HEHT X I COLOR 0 3 RIOT 315,75 
DD 1110 ftOSUH lOH:IT PEEK (53278 >=x THEN I 
160 

LP 1120 POKE SB ,541 POKE 38,156 : P OKI! 07,6: 
POSITION ±5*141? KCi" " a POSITION 35,14 
1? 13~TCr l '♦tPOSITIOM 25*15 3? LTH; " ■■ 
HJ 1130 IF PEEK €.7641 =31 IIIFK LTH=KC; POKE 
754 , ?SS : POKE 27020,LTH:POKE 2?886*LirHi 
GOTO 1820 

SH 1140 IF STRIG(01=1 AND PEEK £7641012 V 
HEN 1050 

P£ 1160 POKE 20±4B*XC,15-VC!GOTO 1020 
bu 1160 X=USR£27366,24664,37ZBX,01 eGUSUD 
3000:X=USR£27586,40520,4058**01 a POKE 8 
B,64: POKE 65,156 I RETURN 
PI 1170 REN M-VT1 

Bfi 1186 GOSUB SlOBcPOHE B6*144:POKE 85,14 
Si POKE B?,BI COLOR 1 
OH 1150 IF NP=P THEN 1210 

£S IZDB FPR H-l TO NO 2 PLOT PSH,OJ W+6,2lN 
EHT X 

OC 1210 COLOR 0:PL0T 31S*7S:P0KE 83,64:Pq 
KE 88* 156:POKE 87,0 
AK 1220 POSITION 0,12:? " 

LT1 ■■; H = U5R £2758-1! , 

40520*40556*01 

BK 1230 POSITION 1?,14c? "Hr"2P0SITIOM 15 
,1415 "UbL UHE = M : POSITION 6,15:? "tllw 
flftfr StBrt=* , :P05III0N 12,16:? "Point 
Stl7" 

SA 1240 POSITION 3,181? GS£420,5403:POSIT 
ION 23,181? GS (205*2361 
ID 1250 IF N0 = 0 THEM L =0 1 GOTO 1318 
CG 1266 FOR t=l TO NOiTF HC<=P£E*01 THEN 
POP :COTO 1200 
bH 127B NEHT E 
St 1200 TF E=65 THEN 130B 
FO 1258 IF XC = P£E,63 tHEw L-llGPTO .1310 
Ufl 1300 L-n 

KV 1310 PUKE 80,144 I POKE 85,145:POKE 37*8 
FC 1320 IF PEEK £532761=3 THEN 1580 
HF 1330 HC = XC+(PEEK£7641^441*(XC<4831 *20- 
(PEEK £7642-lBD)*(Kr?151*20 
GL 1340 IF P£tK(7641=44 OR PEEK£7541=106 
THEN PCKF 53278,0:POKE 764,255 
Urt 1350 GDSLlB 1 BO 

BJ 1360 IT MO=0 THEH L=0:G0T0 1470 
TH 1370 IF E>1 flHO HC<=PTHFN E=E~ 
1:GOTO 1370 


LC 1380 IF t=oa THFN L =0:GOTO 1510 
PC 1110 IF HOP IE,01 AND E< = NC THEM C-L*l 
5TF E065 THEK 1360 
KG 1400 IF E=65 INCH L-0:CAT0 1510 
MM 1410 IF «C=f ECjOl THEN L:1:G0T0 1430 
OY 1420 L-0 

IV 1430 IF PEEK £754} 033 BR L=0 THEN 1470 
KC 1435 POKF 764,255 

HU 1440 If £ = HD THFN PCE,81 = 0:PfE* Is=BI HO 
—MO—l: C41AH=11 GOTO 11QO 
HH 1450 FOR K=E+1 ¥0 MO:FOR H=0 To IsPJH- 
1*MI=P £H , U1 tNCKT M: HEKT K 
nil 146B P EHO r 01 rO : P£H0,1J =0 i BO-NO-4 :CHAH = 
ircmc 1180 

Hb 1470 If STH1CLB7-1 AND PEEK £ 7641<112 T 

HEN 1510 

at 1460 IF L = 1 THEN P£E , 1 I=YG i CHAN-1 ;GOTO 
HOC 

HA 1*65 IF »0=0 AND KC>0 THEN P<l,Ol=0iP< 
1*1)=0;P(2,OJ=XC:P£2,11=YCICHDN=1;HO=2 
:GOTO 1100 

BZ 1487 IF N0=8 THEN P ll,BT=0;PCl,II=VCtC 
HAN=l:HO=l:GOTO LlBfl 

KI 1480 FOR K=HU T gi C <| Te p -1 ; FQR Hzo TO 
L : P CM*!.* Kl SF TX , HI : NEHT HlHEHT KaPCF.Ol 
=HC:P(E,11=VC:M0=H0+1:CNAH-1 
CO 15BO POKE 281B0+HC.YC1 COLOR 1:PL0T KC* 
K*7,2 S G0TO 116B 

JC 1510 LOCATE BC»K*E,yC«Kl+4,Z1 FOR H = D T 
D liCQLCP NOT Z1 PLOT NCNK+6,VCWK1*4:C 
OLOH £ a PLOT KC*K+6,YCNK1+4:NEKT B 
FC 1520 COLOR OlPLOT 313,75 
AJ 1530 POKE 08,641 PUKE B5,LSft:P0KE 87,0 
HP 1540 POSITION 14*14 a? hc J ” l, :POSI¥lON 
26,14:? 15-Vtl" "1 POSITION 23*151? KC 
7S0i H ' sets '■ 

VH 1556 POSITION 23,16t? 65(£L=01*3*S4I*( 
L=0J *1+5435 ; :IF L THtN ? : 15-p £E , 11 

I" " 

DO ±56B ? *■ " ?TF E=65 AHO (5TRI£C6> = 0 

Ofi PEEK(7*48S12J THEN ? CHHS 12531 
SH 1570 GOTO 1280 

Z2 1560 H=USR(27586, 37344,117304,0} ;K=USR£ 
27588,40520,4H3S5.01:POKE 88,64:P0Kf 6 
9,1551 POKE 67*0 

IK 1580 IE CHON THEN G0SU& 3200 
4L 1600 RETUHN 
IV" 18*8 PEH 

OH 2600 xstisp £27588,40520, 40*53,01 t POKE 7 
64* 265; OPEN HI ,4,0, *'K 1 " 

NC 2610 POSITION 6,12:? » 

■■ 

CO 2020 POSITION JjU:? 1 "0* Load Hay 0 rom 
Qi Sitfw Mawforn" 

IH 2010 POSITION 3,15?? H1 £31 LAad ABSR 
Ql StVR AD SR 11 

AS 2040 POSITION 12*23:? "[S®T® to exit" 

l 

7J 2050 GET ttl,DiIF ID £48 OR B>521 AND t>< 
>27 THEN 2050 
NC 2060 CLOSE HI 
TS 2070 IF 0=27 THEN 7410 
PB 2680 X=LISP £27586,4BS7Q , 48858* 81 
61 2080 POSITION 4*23 IT Gf(ID=S1 Ofl 0=521 
*5+547**0=51 UP D-5?1*S+5511;GSt£&=50 
OR D=StJ*8+557,10=50 OR 0=521*B*5ft4T; 

ZR 210B POSITION 20,23 1? "|^BEI33 to *Mit" 

WP 2110 IF &=48 OR &-S1 THEN OPEN Bl*6*0, 
"DH?? U :GOT0 ±130 
ML 2120 OPEN Ml, 6 , O r '’O 1 N, A 5 ?*' 1 
57 2130 FOR H=i TO 24:P0*rTt0H 2+13*£X78) 
+I3»*K>163-EN>91*13+M-8*£N>6l-0*CX>163 
?IF M£10 THEN ? "+6"; 

GJ 2140 ? X} "l"; NEWT X 

PA ZiSO TRAP 2176 i FOR K=1 TO 24:IHPUT ft 1 * 
AS 

L1M 2166 2-YflL EftS*lZ, 131! iPDSITION 4 + 13*£Z 
>03 +13NIZ>161,13+Z-8*£Z>81-0*CZ>161 17 
4$(3*101IHENT X 
NH 2170 CLOSE Bl 

JP 2130 POSITION 1*1.3:? "HhLch File HD,?" 

::OPEN Hi,4,ft,"Ki" 

KG 2180 GET Ml*HlIf £K<4B OR X>57J AND Mt 
>27 THEN 2180 
ZZ 2200 IF Kb27 THEN 2410 
DZ 2210 M=£M-468«10: 7 CHR5EH1; 

Nfi 2220 Cf-T fll, M1 IF £X<48 Oft N>S7f AND «£ 
>27 AND H£> 126 AHO H 0155 THEN 2Z20 
01 ZZIO IF H=27 THEM 2410 


08 2240 IF X=126 THEN CLOSE HliFOSITION 1 
6,13(7 " ":F,OTO 2180 
YN 2250 IF *-155 TIIFN H=HS J.P; GOTO 2230 
V» Z26B N-M+H-4B;? CHH5*Ml; 

AB Z37R IF H>24 THEN POSITION 16*1417 " 

11 ! CLUSt NllLDID 2100 

CV 2280 CLOSE Hi Mr D = 4* OP ft~5J THEN flS= 
‘■D-*.H'-l( 1$(LEN (fi5> +11 =5TR$ (Ml EDFLN HI , 
6, B, AS:INPUT Bl*AS;CLOSE Bl 
GF 7280 IF 8=50 OR D=52 THLN AS="C■#,A":4 
S(LEN CASl+11=STRS(W! :BPFN Bl,6*0,AS:IH 
PUT HI,At:CLOSE Bl 

AB 230e If Af (5,131 ="FAEE SECT' 1 THEN F=11 
X"US R127 58 3,40 52 0,40*58,61:LOTD Z480 
UK 2310 F = 0 

IN 2320 AS 11, 2J= ,I D I "l&SliSliSTRS (HI 
A LI 7330 IF D = 48 Oft fr=TSl THEN AS (11,121 =", 
Hf 1 : GOT0 2330 
EQ 2340 AS£11*121=".A" 

ET 2350 K=USH(Z7SB8,46520,40858, 01 
Ill 2360 IF (|ft=*8 OH 8=511 AND SCRI OR * £ 
8=50 0R 0 = 521 AND NOT SCP1 THEH GOSUB 
4208 

JA 2370 FOft £S1 TB LEM CASl ;IF AS ££,£!=' ” 
THEN POP ; AS (Z ,Z + 3J=AS£11*LEH IAS)>; AS 
(Z + 41 =" 11 : GOTO 2380 
UC 1309 HFHT ZiGOTO 2400 
£B 2370 IF H£lO THEN ASlZ+3Jr" ■’ 

PY 2400 OH R-45 GOTO 25B6,2600,2700,2300 
AN 24 in X=USR(Z7588* 40520* 408Q8*n>;CLOSE 
HI 

AO S4£U RETURN 


|L PAD HAVEFQR 


GS ZsaD XF F=1 THEH POSITION iZ,I7;? " JIl 
MBmiiliai 11 ,: FOB K=1 TO ZOB'HFHT K:K 
= USR(27588,40520,40888,Bla RETURN 
£A Z51B DREN Bl*4,0,AS:POKE 850,7:FBKF 65 
7,736 1 PDKF 353*108;POKE OS6*7B:FDHE 3F 
7,0;X=USR(ADR(B53*161 :GET Ml,LTHa CLOSE 
Bl 

VZ 7520 POKE 27328* LTH:POKE 27*80,LTH 
ED 2530 GOS 110 3HUB. (RETURN 
oj 7588 REN rglTiT-MThl-T:! 

Gil ZS0O IF F=1 THEN PDSlfXPH 17.17;? "SQOI 
a FDR M = 1 TO 200; NEXT NIX 
= tlSft £27 50 6* 40520,40858,01 : AETUftH 
EU 2610 OPEN HI* 4,0,AS:POKE 850,7lP0KE 63 
2.0:POKE 353*110;POKE 036,0 a FAKE 857*2 
;X=U5RCAOR(BSl* 161 I GET Wl.NO 
KR 2520 FOR X=B TO NOtGET HI,D;PCX,01=D:G 
ET HI, D :F EM, 1.1 =DaHEXT » 

FL 2636 FCP H=HO+i TO 64: P £K*01=ft f p tn t tt- 
01 NEXT Ka CLOSE Bl 
GW ZB40 GCSUB 31001 RE TURN 

tr ze*s REN msmsEssswxm 

PC 7700 if F =1 THEH POSITION 12,17:? "Fil 
oname "^INPUT CSiif LENCCSl>8 OR LCN£ 
CSl <1 TNEff 2700 

DU 2716 If Fil THEN flS= 1 "' 1 AS tl * 2* S"D f '■; ftS 
(31 ZCf ; AS (LEM EOSl +1) =■■, IP 1 ] AS (LEN CASl +1 
1=STRS(Ml 

NT 2720 OPEN Ml ,11,9,4 Si POKE 350* 11 i PUKE 6 
52*236:POKE 0E3.10*iROKE 956,20;POKE □ 
57 r 0:X = USR(ODRC0S] ,1S> ;PUT ai,LTHlCLO* 

E 111 

EE 2?tO X = USR(27588,40520* 4083** Bl 1 RETURN 
ON 2788 REM L-T^VJ 

ST 2000 IF F=1 THEN POSITION 12,171? "Fit 
enane "JilNPUT dSair LEN£CS>>8 OR LEN( 
CSl£l THEN 78 60 

DK 2010 If F-1 THEN ..AS £1* *J =«+p 1 " [ 6$ 

tiJ=cs:ftS(LEN(AS!*11ft";A$(LEH(ftSl+l 

1 =STRS £M1 

10 202ft OPEN Ul,8,0,AS:POKE 030,11 a POKE 8 
52* 0:POKE 653*110:POKE 8 56*0(POKE 657, 

2 t H = USP(ADR(BSl,161 :PUT ai.ND 

AK 2B3B FIJR Xz0 TO NOSPUT 111, P EB, B J : PUT tt 

i,pex*i >:next h t close ai 
FJ 2540 X=U5R(2750B*4057O,48858*01 1RE1L1HK 
XE 28*8 REH l ? ri?» TVlJJTT-TT 

ZR 3BOB COSUB 4508:COLOR 11PLBT 11,4+115- 
PEFK(2014O13*Kl:ST=itq=O 
ZA JBIBFnp X=ST TO LTH; IF H+5*H+C>312 T 
HEN POP :COLOR 9:PL DT 318,78:POKE 80,6 
4: POKE 0-8* 156 : POKF 07.0; RETURN 
JZ 3020 DRAMI 0 iltftftK+C,4+(15-PEEK(2014B* 
XllWKUHEMT »:C = C + 6WLTH;ST = 0lG0TD 3010 
OS 368 8 BEK 

CO IlOA H=USft£27S80 J S7ZE4,40453.01 
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OFFER 


FREE BUDGET CASSETTE 
ALL ORDERS OVER £15 


PAGE 6 
OFFER 



tw 

di*k 

AHKANOIP 

7.BE 

1 QlDB 

AtTNC BNOIB fl44 

*.as 

O.BE 

COLOSSUS CHEB8 4.0 

B.5D 

ic.as 

CONFLICT IN VIltNAM 

14.» 

1S.VB 

CflUMlL«CHI9IB S4k 

t.«D 

a.BS 

enUBAOE IN EUR0PI 

li-fl 

ifl.se 

QHDMI lUHOCn *41 

B.SO 

u.as 

DRUID 

E.V* 

IQ.SB 

F-1 B STRIKE UQLI 

a. so 

13.74 

FOOTE ALL FORTUN ES 

ii.fi 

1S.«4 

FOUR ELTAR4AMES 

fl.BE 

I.B1 

QAUNlLfT fl4k 

B.90 

UTS 

OAUNTLETlDElP OUNQEOH 

4.as 

E.Sfl 

JkWKLA CF DAflKHlU 

13.7# 

1 2.7 B 

KENNEDY MMHUCM 

fl.PO 

13,7* 

LEAP*®BOARD 

ft.ae 

11.71 

LEAD EHitJABO 



lOUnNAHEHT 

4,a# 

S.Qfl 

UVINO 0AVLIOMTE 

B.flO 

io.as 

MERCENARY COMFiNOlUM 

ia.7# 

14.08 

PHANTOM 

«.» 

fi-DB 

SCRlAMINQ WINDS 

4hBS 

4.11 

SILENT SERVICE 

B.SO 

Ilf! 

HLICON DREAMS fl4fe 

13.T3 

12.70 

AO LO FL3QHT 

a. so 

li.Yfl 

SPACE LGMTERS 

fl,*A 

a .do 

SPIN DIZZY 

a.so 

13.24 

apiTFIRi 49 

7.8b 

10.11 

TOMAHAWK l« 

B.SO 

T2.YB 

trivial pumu IT 

ii.fi 

14.BS 

WORLD CUP RtANAOEIt 

a.so 

1D.V# 


3S1B BA K EH STRUT 
jilt. ntAUTYiMJMaiOH 
flight SIMULATOR II 
AUTCDUiL 
afTTVABuna 
GUILD OF THIEVES €4k 
LURMMo HORROR 
M INI OFFICE ll 
PJtWH IA 

PIRATES BAFBARY COAST 
RICK HAMiQN. 

Self ER5CRI FT 

DU DGET CASSETTES 

i so 

CAVER NS OF KAFKA 
DtCATH LOH 
BIZZV DICE 

FOOTBALL MANAQin M4 
FOUR GREAT GAMES 
FOUR QREAT GAHESVijLI 
OH CUE 
HMK 

PQWIMEHJWPf 

PANTHER 

STORM 

STRIP POKER 64h 
SURVIVORS 
TABLE FOOTBALL 

■ otherwise please add 50p 


4\mh 

tfl.se 

1*,4S 

JS.SE 

k.v# 

2fl.*S 

tfl.Si 

31.BE 

1T.S0 

Ills 

lit 

1S-IB 

J3.BE 


2. BE 
13! 
1.3C 


J.*E 

Mi 

3jBE 

ta± 

1.96 

1.9# 

:.«> 

1. ti 

2. BE 

i.Rfi 


Cheques PO's Access number to;- 

_ SUNARO SOFTWARES) 

P.O. BOX 7S t MACCLESFIELD, CHESHIRE, SK10 3PF 
TELEPHONE {062 S) 25225 MiCROLINK MAG9fit>23 


SYSTEMS 


MASTERS OF SOUND 


CHRISTMAS SPECIAL 
OFFERS 


REPLAY 


_ SOU N D SAMPLING SYSTEM 
TAPE/DISK WAS £39.95 NOW £35.00 


MIDI MASTER 


_ midi interface a software 

TAPE/DISK WAS £29.95 NOW £25.00 

M L 1 ■ \ Id nnuM MACHINE 

HARDW ARE & SOFTWAHE 

DISK ONLY WAS £29.95 NOW £25.00 


PERCU 


MICRO VOICE 


_LOW COST SAMPLING PACKAGE 

DISK ONLY WAS £19.95 NOW £15.00 

1 *1 [*11"1 si 1 1 i. T j 1 ll sOFTWARE DRUM MACHINE 

TAPE/DISK WAS £6.95 NOW £5.00 

ALL PROGRAMS RUN ON ANY 46K ATARI 
PRICES INCLUDE VAT A PAP 

SEND YOUR CHEQUE7PO WITH VOUR ORDER 
ORAN 18p STAMP FOR 
OUR FREE CATALOGUE TO 

2 BIT SYSTEMS LTD, 

395 HITCHIN ROAD, LUTON, BEDS 


L& 3110 PGKF 56 r 14#iPOKE 8*,145:POKE 67 , « 
iCOLOB i^PI D1 6,4;DHflWTU 6 , 74 t &SftHTU 3 
13,7*:PL0T 5 „ 7* I DR-fiNTO 5 

,4 

MiH Si20 FOB V-5 TO 75 STEP 7075 lPLOT 7,V- 
FLOT 7jT-i:l«EKT YiFOP H=6 TO 313 5T?F 
loTVl®.Z*:PL0T M,73;PLOf M-i,7liNEHT K 
OJ 3125 IF HD=L THEN PLOT P£1,0J*K*T,*+PE 
l,li*KL:SOTO 3160 

T*t 31#0 FOP H-l TO 53 i PLOT P EH, 0) »K*7 j 4+P 
IK,i»PKiI&R&HTC P CK+1,U)*K+7,4+P tH + 1 j1 
1*K1 

ZT 314ft TRAP 3150 1 IF pfK+2,«90 THEM POP 
:cm(t 3160 
L.H 3158 NEKI H 

06 3160 COLOR 0 3 PLOT 31*,70:POKE 68 r 64:P& 
KL 8?,lGtiP0lfF a7,0 : TRCP 4000 0 - RETURN 

lb si?? ren map™ 'I-LMJK1 

£1 37 BB H=U5ffEl7580,4.662 0,40*5*,®) 

PF 32 10 POSITION 3, mi? "PSlfiMIHiMffi 

fSKjmssEEsms&sm" 

fiF 3370 H=USP E7 7586,28166,28671,15> 

OJ 3230 FUR >1 = 1 ID 83 

ttK 3240 IF THFN M=USREZ7S 

86,2B160*PtK,0) ,J816&+P [)l+l ( e].7EH,i3> 
i&OTO 3770 
DM 37SI! Y=P EM, U 

&A 3760 FOR C“PEK f 8J TO pEK+1,B31 POKE 701 
60 + C ,V1V—Y + EP EK+I,1J — P fN,1> ) / ( p tM+1,0J 
-PEK.BJ3!HEKT C 

jl 3270 TR«P 3268:rr PtK+2.Ol=0 THEM POP 
:CD I D 32*0 
HC 3250 NEHT K 

EB 37*0 K=USR I275B8,*0720,4075*,0) :RETURN 

C& 3500 H=USfi127586,40520,48*5*,0) 
jL 3510 POSITION 0,12 

mem 


; POSITION 14. 


16 :? 1111 11 Mi I I III 

HP 3520 OPEN 111 , &*»,'*0 : BOOT , DAT" fPOKE 850 
,11:POKE 652,236:F0KL 853,10*1 POKE 6*6 
,201 POKE 857.2:«=USRlftOH(B$),161 
&S 3530 FDR X-0 TO 84:PUT ttl, P (K , 0 J tPU I a 


1,0(4,11:HEK1 H;PUT al,N0lPUT Bl,LTHlP 
UT ttl, PLlftE ; PUT Ml,FKlPUT HI, PEEK 170*1 
10 3545 CLOSE BlPK=USftt27*Ba.4052O,*0*5*, 
0};BEILkH 

UL 3**1 REH r mi:i"J 4:1 a ttlll N-lif'i l T TliJllJ 
it 4000 OB tPEEKC20*i!=13 GOTO *020 
EZ 4010 POKF 27619,15.6 : POKE 27S20.733 LPOKE 
27621,1:POKE 27972,7iPOKE 20*,1;RETUP 
K 

PK 4070 POKE 2701*,2*l POKF 27620,105iPOKE 
27OZ1,2:P0KE 77*22,3 :poke zb*,0;rftur 
N 

us jo** reh gnniafri’i;i^ m J j 

UJ 410O PUHtL= HOT PURE:RETURN 
PE 41** REM HMriqM 

XU 4200 KitlSR E27466+47*1 NOT SCR1 } t*CR= H 
0T SERI RETURN 

UL 43O0 T«= NOT FK L RETURN 
4G 43*9 REM iM fflMm 
B* 4460 PHSIlIUH 23,1*1? 651205,2*81(N=US 
R 1'77abfl+5*KFX-l> - li6* I l >UBE:iJ) 1 RETUflH 
«s *4** wem 

CZ 4500 N-USfiE27508,3*064,37®fc3,o* 

AJ *510 POKE 06,16:POKE 89,133 a POKE T7,li 
COLOR l;PLOT 16,41DRSHlU 10.74tCRAHTO 
311,7*:PLOT 312,7SICPAHlQ *,75:DfiOMT0 
*,* 

UR 452B FOR Y—5 TO 79 STEP 707S:PLOT 

SPLOT It,Y—1iNEXT ViFDK K-l« TO 312 ST 
EP 302/5 : PLOT H , 73 : PLOT H-1,73:NIEKT K 
PQ 4530 COLOR U:PLOT 31*,**:RETURN 
ftY *5*0 RETURN 

DU 2OHU0 URAPmCS 1* : POKE 5E*> » i SETCOLOft 
2,0, Bt SETCULUP 1,8,0:SETCOLOH 1,O,10iP 
OKE 16, fi*:POKE 33774,6* 

TZ 20010 DIM PE6+,1J,HStTl,t5E573I , *5E14I 
,CS Cl 61 i o9= ,, hh.h[3LVET’: C* 1573J ! K = 306 

7512:K1-TB/L5:POKE 72*i12sP 0KE 730,2 
TK 28020 OPEN Bl, E . i i CflTfl . NT" i POKE 05 
0,7 

FF 20030 FOR H=i ?6 3:REA0 C,U,¥,S:POKE 8 


52,C:P0K.E 853 . H: POKE 656, V: POKE 657, *J 
p-USR£ftDR£65),161iMEXf H 
0M 200*0 PONE 560,0:POKE 561,126 
US 20050 DOT* a,6,205,0.*6,107,135,2,0,12 
B, B, 1 

RL ?BO50 C=A&R CGS) 3 HsXHT C.C/256) : POKE 651, 

H: POKE 552 ,C-U<N25B : POKE B5 6,61: POKE 65 
7,2 : D=US« 1CDH te5) , 16) ? CLfisE til 
PC 200** HtH J 

FY 30100 OPfcH HI60OT,DPT":POKE 85 
6,7:POKE 052,236;POKF 893,10*:POKE 856 
,20:POKF 857,2fN=USRTODRtOS),15) 

AJ xaliu FOR K = 8 TO 6*:GET HI,B:PEK,01=0 I 
GET ttl , 0 : P EM r ll -O : WEKT H i GE.T ttl, HO: GET 
m.LTrii GET ttl. PURE : GET ttl.FH 
OJ 20116 l»LT ttl, H: POKE 2U9 , H : CLOSE 1*1 
FH 2O120 POKI 559,34f&OSMO 30O6:&OSUB 420 
0:C0SUD 3160:IF PEFKIZBl) THEM POKE Z» 

*,0;GOSUH 4BU6 

CT 20130 POKE 27828 .LTHIPOKE 27**8.LTHsPO 
«E 752.1;PO'Kt 82, 8: POKE 08,6*: POKE 6*, 
156:POKE 67>0 
MO 23*** REM lim I:■ K'l'lJ 

ZV 24000 POKE 68.64:POKE 8*,156:TRAP 4UD0 
U 

IT 24618 POSITION 0,12:? GS [SCN*OH,SCB* 
40+3*11 

va 24 BZ U POSITION Z3,l4l? GS Elll> 2043 
PC 24030 POSITION 2 .14c7 "Hound type :"J5 

4 CPLiE! *1 +8 1, PURE»* + 64) 

HZ 24040 pdoiTIOH 2,15:? "igistortion : M ;G 
5tFKH3+8*,FH*J+*l) 

SU 24650 POSITION 2,16:? "ii Jht IhflV S ,J j G 

5 tPEEK T20*) *3 + 89 , PEEK EZ09)WJ + *13 

ZY 2406O position 2,18:? "BqFiftgure Boot" 
CQ 24070 POSITION 2,1*:? "ISliei* "iBS( (SCfl = 
OJH6+S5,C5CR=03#0*102) 

HM Z4OU0 POSITION 2.203? "Hdit" 

GJ 2*0*0 POSITION 2,21:? "P/n'> 

ZZ 24100 eitftNia:lF SCH=fl THEN M.C—6 : YC-6 1 H 
L=20 

RK 28116 IF SCR=1 THEN KC=128;YC=8lHL-512 
BN 24120 K-USRE1664) ;GO*U6 HI GOTO 24000 m 
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MAGIC WINDOW 


Kflcig MIMVOH DEMO 
1H TURBO CflSIE 
by L ei Hotfirth 

MACAZIHF - FUC-LflHO * 


&H ttt &IH PUS (11324) j. B& C .T U i ,5? (42) ..BLANK?t 
42) 


by Les Howarth 


Here is a good example of how fast TURBO BASIC can 
handle players with an unusual effect which could be used in 
your own programs. You are confronted with a blank screen on 
which is written an invisible message. As the characters are the 
same colour as the background you cannot see them. A player 
missile is used as the ‘magic window 3 to reveal the message. One 
possible use for this effect would be to create an invisible maze 
and then use a joystick to move the window in order to find 
your way round the maze but there must be several other 
applications. 


(IK 2ft EXEC 5ET_UP 
PE 30 FUR 1-1 TO 2 

TH 4B ? Hfi: 1 ’ * PAGE 6 MAGAZINE 

GL tiu 7 «*]"’ » + ,H TURBO AH5IC. 

BY 69 ? Sb; 1 ' ». ,NAfiIC--HINPDH. 

OP 70 ? Mi" *. . .BEHO. . .DFHlI. , 

YX 60 ? B6;“ * ar LES HOHAHTH 

IX IB NFXT I 

00 100 —----- 

VL 110 DO 

FS 120 H=1:X-4B1Hl=44iYl~53&!Y=22 

NH 130 P<M$(Y,Y+42)=C$SPW51Y1.¥I+T6|-B$ 
it Ha FOR Y-30 TO 174 6 TEP 0 ;Yl=Yl*fi 
Pi 130 H HORIZONTAL 

MF 160 IP fPCCK (532793 07 THEM EXEC 3L 

OH 

Kn 178 X=X*H : XJ.=X1*H SPOKE RliBB^iPOK 


If £3250,XI 

TI IBB IF X )■ 220 1 H — — 1 t 60 DHD f} J 6 i IB J ,4;G 

On VERTICAL 
5C 190 L N DIF 

JB 200 IF Xi.Lti 14“ 1 3 SOU HP 0.16,. 10,41 GO 

II VERTICAL 
Mti 4JL« ELSE 

BI 220 SOUND O r X,a d 2 

BN 440 CrOU HORIZONTAL 

RT 240 ENPir 

PO 250 n VERTICAL 


HOW IT WORKS 


Two players are used. Player 0 is used as a frame while 
Player 2 is used to create the magic glass. Both players are 
stored in PM$. I should point out that line 10 must be typed in 
first to ensure that PM® is the first name in variable name table 
otherwise the program will not work. 

By moving the data within PMS, the players are moved 
vertically quite fast, so fast in fact that the payers are moved 
from the bottom to the top of the screen instantly. PM graphics 
arc set up in PROC SETUP at lino 34G. Here is where PM$ is 
re-directed to the PM storage area. Turbo Basic automatically 
clears arrays and strings when DI Med but in this instance we 
need PMS to be tilled with hearts. Line 390 is a quick fill 
routine which can be used to fill any string with any character, 
BS is the shape of the window while C® is the frame. 

There are a few examples included of the special features of 
Turbo Basic which I will mention in this brief run-down of the 


MI 260 PHtlY,7+42)=C$: PH5IYl*¥1*38)-0 

9 

EH 270 HEXT ¥ 3 FFfS f¥ . Y+42) = BLANKS : PMS (Vi 
,Yl+38)=fiLAHkS 
RL 260 LOOP 

PH 290 -— —- 

HL 300 PROC 6L0H 
LX 310 SOUND :Pmilt 3 
VP 3?0 ENOPROC 

OH 330 -—- 

FR 348 PROC 5ET—0P 

FI 350 GRAPHIC? IS : POKE 559 , 62 i l^PELIE f t 
86)-16 

RM 360 POKE 704 j, 116 ; POKE 706 , 19fl S POKE 7 
10,0:POKE 7 1.2 4 Hi POX E 709.222 jPOKE 70B, 

U 

TE 370 POKE 34379.I;POKE 53277,3!VTSDFE 
E X 4 1341 

FT 350 4T=OPEEK 040) s0PP = 3W256+j.024-aT I 

PF0KF VT+2,OFF: POKE 53256,3 ; POKE 53265 

,3 

VI 390 PM5 €l)=' , ¥ d -lPHtei07*>z»* , <iPMS<2)2 
PM$ : BL AM K 5-P Fl? 

HR 400 05=*' i 0000OO ' O7 7 7TT??????????????? 

AH 410 cS="tvmffHUl 13113333 a MIS 311! 

■a ia * 

LlH 470 Y1-5 36 i Y-22 

PJ 430 POKE 623,2 
011 440 IKDPROC 


program. The dashes in line 100 are obtained just by typing 2 
dashes only } when listed you will find all 30 dashes shown, One 
thing to note, if you want to put in your own message* is chat 
there is a semi colon at the end of each print statement, 

lines 110 to 280 arc an infinite loop. The IF statements on 
lines 180 and 200 are NOT followed by a THEN. Make sure 
you type the colons where yon would expect THEN to occur. 
The only jump out of this loop appears on line 160. By pressing 
START, SELECT* or OPTION, the program goes to PROC 
SLOW on line 300. 


YOU CAN DO THIS! 

So there's another example of Turbo programming. Can 
you do better? Well pay you £20 for a good example of Turbo 
programming. It must use the features unique to Turbo and be 
well structured and. it must fit on one page. Please also include a 
brief explanation of the program. Anything will do, but try and 
make it something that uses the unique features of Turbo Basic, 


The SOUND statement with no parameters turns off all 
sound. PAUSE is a quick way of producing a delay instead of 
using a FOR,''NEXT' loop, 

NOW FOR THE MAGIC! 

The "magic’ is performed in line 430 where the 
PRIORITY register is set so that the pkyheld (in this case 
capital letters) has priority over Player 2, So there the secret is 
out! What really happens is that wherever Player 2 is on the 
screen, the Player only covers the background and not the text 
thus framing each character. 


WHAT IS TURBO BASIC? 

Turbo Basic is a new Basic language for the Atari 
originally published in the German magatine Happy 
Computing who retain the copyright but have released the 
program to the public domain* It adds over 60 new commands 
to Atari Basic, runs three to five times as fast, is totally 
compatible with Atari Basic and eomes with a compiler to 
compile any Atari BA sic or Turbo Basle program to run at 
machine language speed. You should be able to get a copy from 
any source of Public Domain software such as your local user 
group or the PAGE 6 Accessory Shop. 
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GAME OF THE YEAR! 



Alternate Reality 
The Dungeon 
Datasoft US Gold 
48k Diskette 
Price £19,99 


Reviewed by 
John Sweeney 

About eighteen months ago I got a 
copy of a new game called Alternate 
Reality - The City, It looked very good at 
firsts but in-depth playing of it 
highlighted many faults and 
shortcomings. Despite having excellent 
sound and graphics, and a good basic 
concept, it wasn’t much of a game - just 
lots of mapping. The documentation did, 
however, hint at future scenarios and in 
my review of it back in Issue 21 of Page 6 
I expressed high hopes for Alternate 
Reality if they actually developed it into a 
game. I have since learnt that The City 
was actually bought in by Datasoft and 
hurriedly finished off to meet a deadline - 
that explains a lot of things. 

The Dungeon, on the other hand, 
was written by Datasoft and properly 


developed and tested - both as a program 
and as a game. The result is that they 
have removed every single shortcoming I 
found in the City and have produced a 
superb Role Playing Fantasy Game. It is 
without doubt the game I have enjoyed 
most so far this year. 

The game starts with your abduction 
to another reality. You stand before an 
archway surmounted with ever-changing 
numbers. You step forward through the 
archway and the numbers freeze to 
determine your Stamina, Charm, 

Strength, Intelligence, Wisdom , Skill, 
Wealth and Hit Points, plus various other 
characteristics such as Speed about which 
you are not given full information. 

You find yourself in a Dungeon 
corridor. The top of the screen has 
colourful bars displaying your Name, 
Level, Statistics, Experience Level, Hit 
Points and Current Location. There is 
also a small cross spinning to indicate the 
passage of time. Press P immediately to 
Pause or time will keep pacing and 
eventually you will be attacked by 
something nasty! The bottom of the 
screen contains details of what is going 
on, all in very readable archaic-looking 
script. If you are in an encounter with 
someone it shows a list of your actions - 
Waylay, Snatch, Leave, Attack, Charge, 
Aim, Transact (= Talk), Offer, Hluff, 
Trick, Hail, Switch Weapons, Turn and 
Run and so on. These are always 
presented in easy to use lists - just press 
the corresponding number to choose your 
action. Anything which a denizen of the 
dungeon says also appears down here- 
and some of them have quite a lot to say! 
As well as the numbered lists of actions, 
you also have available to you the 
commands C(ast spell), D(rop item). 
Examine spells or items - Inventory), 
U(se an item), P(aus,e the game), G(et an 
item), S(ave the current game position), 
and Q(uit), These are always active where 
relevant and many of them display lists 
through which you may scroll F(orwards) 
or B(ackwards), You can also scroll back 
or forth through your status screens, 
using the SELECT and START keys, to 
view your wealth, current armour and 
weapons, your apparel, active spells, 
current curses and diseases. 

All of thi s information appears 
instantaneously on request and overlays, 
without destroying it, the current screen 
contents - all this makes the user 


interfaces extremely easy to use so that 
you can concentrate on playing the game 
rather than trying to fight the 
programming! 

In the centre of the screen is a 
graphics window which shows your view 
down the corridor. This is a 
three-dimensional view of the corridors, 
chambers, archways and doors ahead of 
you. As you move, using either the arrow 
keys on the keyboard, or the joystick, 
your view of the dungeon scrolls 
smoothly by. Your compass if you have 
one appears to the left of this and is 
updated instantaneously as you turn 
comers. The details of the stonework 
make the dungeon most realistic, and this 
is further enhanced by the clever use of 
colour to differentiate between various 
parts of the dungeon. Furthermore many 
parts of the dungeon, such as the Crystal 
Caverns and Acrinimiril’s Tomb have 
completely different walls. 

The 3-D scrolling was the main 
feature of the City, in the Dungeon it is 
far better - smoother, better looking in 
the distance and more varied. 

As you head down the corridors of 
the dungeon you will undoubtedly 
encounter various of the inhabitants. It 
does take about 15 seconds to load an 
encounter (this is the only pause in the 
game, apart from a similar load as you 
enter a new area of the dungeon - all 
other responses arc sub-second). You will 
then be presented by a picture of the 
character facing you in the corridor and a 
iist of possible actions. 

Your moral behaviour is important in 
The Dungeon. You will never get far 
unless you join some of the Guilds and 
learn their spells, Rut there are good-guy 
Guilds and bad-guy Guilds and they will 
only have you if you conform to their 
view of morality. Giving food to paupers, 
not stealing from people you meet, and 
going to chapel regularly are an absolute 
must if you want the Guild of Light to 
have you. On the other hand, if you do do 
those things there is no way that the Dark 
Wizard’s Guild will touch you with a 
barge pole! The instructions say that 
being a good guy is harder in the short 
term, but brings benefits later. I only 
tried being a good guy so I don’t know 
what kind of problems you may face later 
if you arc cvil ? but I can assure you life is 
not easy for a low level good guy! 

Friendly encounters may help you 
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gain information or enhance your moral 
standing in the community. Unfriendly 
encounters usually end in a fight! The 
fights are fast and deadly. Although you 
can pause them if you need to think, or 
speed them up by pressing the space bar,, 
you basically have four seconds to 
determine your next action before the 
other guy gets in his next blow or spell. 
There are a tremendous range of weapons 
to buy, acquire after fights, or find as 
treasures in The Dungeon. Choosing the 
right one to use against a particular 
enemy may mean the difference between 
life and death. You must also choose how 
vicious your attack is - a Charge can do 
lots of damage but leave you open to 
attack, an Aim may do even more damage 
but takes longer, or you may choose to 
use an artifact - there are dozens listed in 
the manual and lots more special ones 
which aren't, There is the Trump Card of 
Death, the Hypnotic Eye, the Wand of 
Fear (provided you have a Crystal to 
power it), the Silver Horn and so on. Or 
you can use a scroll to enhance your 
weapon, or, if you have joined a Guild, 
you can cast a spell. There are over thirty 
spells listed in the manual, and others 
which are not! You could try and enhance 
your armour with a Protect from Evil 
spell or throw a Lightning Bolt or a Cold 
Blast at the enemy - again learning which 
spells are effective against which enemies 
is critical to your survival! Especially 
when there is a group of them and they 
keep summoning their friends to help! 

Whoever 1 s Hit Points last longer 
survives and wins the battle, and to the 
Victor die Spoils. This is you main way of 
acquiring the countless artifacts and coins 
which you will need to survive the game. 
But the really good treasures come from 
exploring The Dungeon thoroughly. 
Hidden throughout The Dungeon are 
over thirty special artifacts, often guarded 
by particularly nasty creatures. Some of 
these items are required to complete 
Quests in order to finish die game, some 
enhance your abilities - but you will have 
to watch your statistics carefully to spot 
what some of them do, some are superb 
weapons or armour, some are deadly 
traps! There are also over thirty special 
locations where you get a full colour 
picture of the interior. These include 
places such as the shop you will find just 
around the comer from the start, equally 
useful but harder to find places such as 
the Dw r arven Smithy and the Weapon 
Enchantress, and numerous places you 
will need to visit to either kam about or 
complete various Quests. 

The Quests form an important part 
of the game. You don't need to complete 
all of them to finish the game, but they are 
all worth doing - although where they 


conflict you will need to decide on the 
right course of action! For instance the 
Goblin King wants you to retrieve half a 
dwarven ring which the Trolls have 
stolen from him. Surprise, surprise, the 
Troll King want you to retrieve half a 
dwarven ring which the Goblins have 
stolen from them! Whom should you 
trust? Or should you get both halves for 
yourself? Bui then what would you do 
with the halves? 

Your final objective (although it is 
not actually stated in the manual!) is to 
reach the Doorway to Revelation on the 
fourth level of The Dungeon. Revelation 
will be a future scenario of Alternate 
Reality, 

This is not easy. Your first task will 
be survival. If the monsters don’t get you 
then the diseases, poisons, curses, and 
deathtraps (like going through a one way 


‘should only 
take a few 

score hours 


wall into a room you can’t get out of 
without a key) will! And don't bank on 
finding the Fountains which heal, cure 
diseases and remove fatigue, or the Potion 
Brewery to help you in the early stages of 
the game. All these are well hidden where 
low level characters have no chance of 
finding them! One place which is worth 
locating fairly early on is the Dwarven 
Smithy on the second level - one of the 
few places you can get money from! Your 
second task, once you have acquired 
enough experience points, by destroying 
the monsters, so that your statistics have 
increased to an adequate level, is to find 
enough Gold to join a Guild and learn 
some spells. Learn Conjure Key early on 
- there are lots of locked doors! 

From there on you are on your own. 
The Dungeon is vast and full of 
interesting problems to tax your ability to 
map. There are teleport rooms, rotating 
floors, secret doors and all the usual 
paraphernalia of dungeons. You will find 
all sorts of wondrous areas to try and find 
vuur way out of - the Taurean Maze, the 
Loop, Pelinor's Puzzle, the Hall of 
Mirrors, the Puzzle of the Three Doors, 
Mordred's Maze, the Room of Confusion 
and the final and deadly Gauntlet. The 
Gauntlet is a series of rooms on the third 
level, each guarded by a powerful 
denizen, leading to Death's Door-the 
entrance to the fourth level where you 
finally solve some of the mysteries of 
Alternate Reality! 


You are provided with a map 
showing a few of the rooms and corridors 
near the starting area plus the sewers 
around the first level (excellent for 
beating a hasty retreat to the safer areas of 
the dungeon — but beware, the map isn't 
entirely accurate!). You will need to map 
the whole Dungeon in detail to stand any 
chance of success - and because of the 
many confusing areas and traps you 
should always work in pencil on a 
photocopy! The first level covers 64 x 64 
squares - each successive level is a quarter 
the size of the previous one. 

Complete all the quests, join all the 
appropriate guilds, find all the magical 
artifacts, fight your way to the fourth level 

- that’s all. Should only take a few score 
hours if you are good! For a final 
challenge you could try fighting the 
dragon on the third level (The Great 
Wynn) - the easy way to complete the 
game is to fulfill the quest the dragon sets 
you, but he makes, for a good fight - he 
has about 2,000 Hit Points! 

You should be aware however that 
the initial version of the program has a 
number of bugs in it. If you have a copy 
that says V2.Q in the bottom right-hand 
corner of the screen while it is booting 
then you should immediately apply to 
your retailer for an upgrade. You must 
have V2.1 if you want to finish the game. 
V2.0 had two FBI agents that prevented 
you from bringing your character in from 
The City, plus a number of more devious 
bugs which make it impossible to 
continue play once you get deep into the 
game. 

There are also a couple of areas in 
which I felt the game was slightly unfair. 
Firstly, the Gargoyle's first riddle still 
doesn't make sense to me so I include 
here the ans wer - if you get stuck just go 
three letters back in the alphabet to work 
out what it is: VKLSZUHFN, 

The second problem is payment; 
currency in The Dungeon includes 
Copper, Silver, Gold, Crystal, Jewels, etc. 
For some strange reason certain 
inhabitants insist on being paid in a 
particular currency even though most can 
be exchanged, e.g. one silver equals ten 
copper. Some of the denizens are also 
fairly secretive about what they actually 
want. You may save yourself a lot of time 
if you are aware that no-one ever minds 
being paid too much, as long as it is in the 
correct currency. 

The third problem is the Devourer. 
This rather nasty beast, can surprise you, 
suck in your most valuable artifact - 
without which you cannot finish the game 

- and when defeated ooze into a mess on 
the floor with no trace of your artifact. 

For this reason if no other you should 

continued on pa ge 67 
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DON’T MISS 
THESE GREAT 
BACK ISSUES! 


PAGE 6 back issues represent an. excellent way of -increasing; the 
enjoyment of your Atari with articles to enlighten you. programs to type 
In and reviews of software to guide you.- Almost all of the content of past 
Issues will be as fresh and relevant today as when it appeared - increase 
your enjoyment now, before it’s too late' Disks arc available for all 
issues, containing all the 8-blt programs from each, issue ready to run, 
and they often Include bonuses not found in the m agazine. 


ISSUE 20 - GRAPHICS SPECIAL. A super special issue with a graphics 
theme. Draw some masterpieces with GRAPHICS WORKSHOP and 
explore your graphics potential with Colour Palette, Picloadrt, Colour 
Attributes and CIO Slideshow. An in-depth review of Prlutshop and 
Graphics Art Department, the lidal part of Display Lists and the 
Adventure column, 11 pages devoted to the ST plus u colour feature 
ATARI ART and ST GALLERY. And there's more! BLOCK BREAKER 
is one of the best games to have been published In any magazine. Don't 
miss it! 

H DI$K AVAILABLE - includes BONUS PICTURES for 
Graphics Workshop 

ISSUE 21 - A packed issue with games, TRAIN CRAZY,, REVENGER 
and FORKLIFT. Utilities SCALE-WASTER, QUICK DISASSEMBLF-K 
and Measuring Temperature. Programming hints with Doing The 
Impossible, Error & Solved and THE GUIDE TO ERROR CODES. 
Reviews of Flight Simulator II, Hitchhiker’s Guide to the Galaxy, and 
the latest Adventures-, For the ST a DEGAS to NEO converter, Lattice C 
reviewed and reviews of a whole host of software. 

DISK AVAIL ABLE. All programs ready to go. 

ISSUE 22 = More serious users will enjoy SMARTSHEET* a VisicaJc Eke 
type-in spreadsheet, plus our review of Paperclip whilst gamesters will 
puzzle over TRICKY CUBES and try to survive HIDDEN DEPTHS. The 
Guide to Error Codes Is concluded and there are articles, on Fractals, 
Tape Problems and seme Less well known Adventures. Loads, of reviews 
and some great new routines for Blockhrcakcr. ST users will find Out 
how to program Sprites and can read, reviews Oft Time Bandit, 
Pro-Fortran 77, VIP Professional and more. 




DISK AVAILABLE - DOUBLE SIDED! Contains 
TWO versions oflltlCKY CUBES and new versions of 
BLOCKBREAKER. 


ISSUE 23 - Another superb machine language game WATER SKI 
SCHOOL will test yonr reflexes. WORD SEARCH will challenge those 
who like puzzles and other 11*rings include SUPERCLOWN and the 
utilities XREF and VERIFY, A huge review of Ultima IV heads a 
comprehensive review sectlun and Going Online Part 1 will let you know 
if telecommunications is for you. ST owners can discover how to get a 
bigger screen on their colour monitor and read reviews of Zoom racks, 
Sierra On-Line adventures and PrO-Pascal amongst others. Also, is it 
worth adding a 5J” drive to your ST? 

H DISK AVAILABLE, Contains TWO BONUS 
PROGRAMS! 

ISSUE 24 -The biggest issue so far published! Great ST section with info 
about ST disks and cartridges and loads of reviews. For S-bit users there 
is MUNCHY MADNESS, the best game wc have ever published pins a 
super cheque book utility AUTOCHECK, Plus all about checking your 
disk drive, another game called FLYING HIGH, more utilities, reviews 
of RAMB1T, Adventure games and lots more, T« much In this issue to 
list fully! 


H DISK AVAILABLE - Don’t miss MUNCH Y 

MADNESS, the best game we have published so far! 

ISSUE 25 - Another biggie! A must for 102? printer owners with. 3 great 
utilities including a SCREEN DUMP. A super Japanese eheSS game 
called SHOGT, a type in REVISION C BASIC, a full feature on disks and 
more. For ST, type in OTHELLO, reviews of LEADER BOARD and 
MEAN 1B-, Hints and Tips and several other reviews and articles-, 

H DISK AVAILABLE - ALL THOSE 1029- PROGRAMS 
RF-ADY TO GO! 


ISSUE 26 - SOLID .MODELLING is one of the best non-game programs 
we have published. Be creative! Other programs include SOURCE 
WRITER for machine code programmers, FLEXIBLE FINGERS to help 
you type, NUTS and more. Reviews of TRIVIAL PURSUIT, DVC/45, 
SPEEDSCHIPT and much, much more. ST users can learn all about 
HARD DISKS, FAST BASIC, TYPESETTER ELITE, DEGAS ELITE 
and read reviews on a whole lot more software. 

DISK AVAILABLE - DOUBLE SIDED! TWO virtually 
full sides with BONUS SCREENS for SOLID 
MODELLING! 

ISSUE 27 - Some cracking listings for the S— bit. In GREAT BRITAIN 
LTD. you can be the Chancellor and help ran the country, COMPUTER 
G AMMON is a great Atari version of backgammon and there’s ANTS IN 
YOUR PANTS, DISK COMMAND and others. There is a feature on 
w ord processing and stacks of reviews. The ST section includes an 
in-depth review of ART DIRECTOR and a neat little program to put 
scrolling stars on your screen! Lora of reviews Including HABAVIEW, 
K-SPREAD 2, K-WORD and many more, 

DISK AVAILABLE - some L-O-N-G LISTINGS’ 

ISSUE - Extend the incredible original Munchy Madness with the 
MUNCHY MADNESS SCREEN DESIGNER, play GREEDY 
CATERPILLARS with a friend, teach your children with MOST HEART 
MATHS or make up some crosswords with XWQRD, A long feature on 
flight simulation programs,, hints on ZORK and loads of reviews. For ST 
users, the first in a series of USING GEM from C plus FLIGHT 
SIMULATOR II reviews, new hooks from COMPUTE! and a whole stack 
of reviews. 

DISK AVAILABLE - Also contains the winning title 
screen from Our competition. 

1 SSUE 29- One that serious ft - hit users have been waiting a long time for 
- a great full feature database - MJDBASE plus an amazing story 
maker, STORYBOOK* that allows you to create illustrated stories. Then 
there’s a great game from ANTIC called CLIFT 7 ! lANGER and an 
AUTORUN maker and more. Cheat on commercial games with 
ZAPPING THE RIGHT BYTE and read stacks of reviews. The ST 
section has a type-in program, SCREEN GRABBER, which allows you 
to 'snatch’ pictures of commercial games to disk, plus the next part in 
our GEM FROM C series and reviews of Super base Personal* K-OOMM 

2 plus lots of games including Barbarian- Another big issue. 

DISK AVAILABLE. DOUBLE SIDED, With BONUS 
story for STORYBOOK and STORYBOOK reader, 

ISSUE 30- A great fellow up to Solid iModelllttg allows yon to animate 
3-D objects. Try 3-D ANIMATOR- How about a puzzle with LETTER 
CASTLE or an arcade style shoot-up from ANTIC called DESERT 
CHASE? Articles Include an in-depth look at GUNSLINGER* Genealogy 
With Your Atari and First Steps Oli saving screens. Loads of reviews 
including AUTODUEL and P:R: CONNECTION. The ST section 
includes the continuing GEM series, CYBERSTUDIO, ZOOMRACKS II 
and loads of games and serious reviews including GFA BASIC, K -Roget* 
Jupiter Probe and more. 

DISK AVAILABLE. DOUBLE SIDED with BONUS 
MACHINE LANGUAGE ADVENTURE only available 
on this disk! 






AH back issues are £ 1.2b each In the U.K., £1.9$ for Europe or surface 
mail elsewhere and £2.75 for Air Mail outside Europe. 

PAGE 6 Issue disks will run on any S-bil Atari with 4Sb or 64k memory. 
Each disk is just £3.95, Postage Is FREE in U.K. Overseas please add £l 
per order (for any number of disks). 


Please make cheques postal orders paya ble to PAGE 6, Send your order 
to PAGE 6, P.O, BOX 54, STAFFORD, $T16 1DR, ENGLAND. 

ACCESS and VISA accepted. Telephone 07&S 21JS2&. 














STRATEGIC PLUS SOFTWARE 

Dept. P6 
P.O. BOX 8 
HAMPTON 
MIDDX. TW12 3XA 



SOFT WAR E 


ATARI 800XL/XE SOFTWARE 


Auto Duel f Origin UK) £ 19.95 

Gettysburg (SSI) £29.00 

Battlecruiser (SSI) £20.00 

Phantasie (SSI) £1 o. 99 

Imperium Galactum (SSI) £35.00 

Conflict in Vietnam (Mlcroprose) Cl 0.95 

Colonial Conquest (55 I) £2 4.9 0 

Wargame Constno ction Set (SSI) £10,90 

War In Russia (SSI) £29.09 

Wizards Crown (SSI) £19,99 

Rebel Charge at Chickamauga (SSI) £24.99 

The Eternal Dagger 

(Wizards Crown 11) (SSI) £ 19,99 


ATARI ST SOFTWARE 


Flight Simulator II (Sub-Logic) 

Flight Simulator Scenery Disk* Noe. 7 & 11 

£42.00 

(Sub-Logic) 

EACH £20.00 

Bard’s Tala (Electronic Arts) 

£24.9 B 

Ultima IV (Origin UK) 

£24.95 

Groat Battles (Royal Software) 

£35.00 

Gridiron (Beihaeda) 

£43,00 

Micro League Baseball II (ML$A) 

£49.00 

Star Trek (Firebird) 

£19.95 

Hunt for Red October (Argue) 

£24.95 

Breach (Omnltrend) 

£35.00 

Empire (Interfile!) 

£43*00 

Universal Military Simulator (Rainbird) 

£24.95 


PRICES INCLUDE VAT AND P&p 


COMING SOON 

Cunahlp (MicroPros*) (ATARI ST) 
Dungeon Master (FTL) (ATARI ST) 



Telephone: 01-979 2987 

SEND ONE POUND FOR OUR LATEST SOFTWARE CATALOGUE 
(REDEEMABLE WITH FIRST ORDER) 



SAVE frequently. Even worse you will 
eventually find yourself beset by 
Dev oarer after Devourer - hordes of 
them. There IS a way io get rid of them. 
And you can do it without moving from 
where you are - think about it - that's all 
the help I am giving you! 

Finally, the River Stonz, The manual 
tells you you can cross only at midnight, 

It would have been much friendlier of 
them to say The midnight hour' - any 
time where the hours figure is zero. 

The only complaint I have about the 
game is the lack of a proper SAVE 
routine. The City provided none (yes, 
you could SA VE, but that ended the 
game and if you died on your next 
attempt you couldn't restore again), 
Datasoft have provided a much better 
SAVE for The Dungeon, you can SAVE 
and carry on playing in under a minute, 
and if you die you are really only LOST 
and can come back to life. However they 
obviously don't really like providing this 
facility so they penalise you by raking a 
point off one of your statistics and putting 
you back at the entrance! Since they 
provide you with a backup utility and 
recommend you use it they clearly see the 
need for a proper SAVE. Why then do 
they not allow it within the game? The 


game is so deadly you DO need one - so 
here is how you do it.... 

Use S(ave) regularly. If you die* 
switch off and btH.it up your favorite disk 
sector editor (I'm sure Page 6 has one in 
it's library somewhere!). Find the second 
sector on your Dungeon Character Disk, 
You should see the names of your (up to) 
four characters in the sector. The 9th and 
13th bytes refer to the first character, the 
10th and 14th to the second and so on. 
The 9th byte will contain FF if the first 
character is OK, 7F means LOST, or 00 
if there is no first character. Just set 7F 
back to FF and the corresponding byte 
(13th for the first character) to FF as well. 
That's all- You can now re-boot The 
Dungeon and you will find yourself back 
at your last SAVE position. 

As an aside,, if you look at the third 
sector you may spot all of the first 
character's statistics laid out neatly in hex. 
You may be tempted lo increase them. 
Shame on you! But don't try it. There are 
lots of clever check-digit routines built 
into your diameter. If you change 
anything it will notice and refuse to use 
that character ever again. The only safe 
bytes to change are between the 9th and 
the 16th in the second sector - you have 
been warned) 


Alternate Reality - The Dungeon 
can be played either from scratch, or by 
transferring an existing character from 
The City, To provide a challenge for 
those who bring in a strong City character 
Darasoft have had to make the Dungeon 
quite hard. You may find therefore, if you 
start with The Dungeon, that your first 
few characters die fairly quickly! Don't 
despair - be a little nasty, rob a few banks! 
Your first objective as a player is to leam 
how the dungeon works and where the 
magical artifacts are hidden. The game is 
very well designed in that respect. Once 
you have mastered enough of it you can 
start a new character and provide him/her 
very quickly with some superb weapons 
and armour at no cost whatsoever. In fact, 
because of the different increments to 
your statistics, I suspect you can build a 
far better character starting from scratch 
than by transferring from the City. 

This is without doubt one of the best 
games this year and if they keep getting 
better at this rate then the next Scenario 
of Alternate Reality is going to be 
astounding! 

So, if you enjoyed The City you'll 
love The Dungeon. And if you didn't you 
should have a look at this anyway - 5 t 
really is excellent., - 
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Gomes 



Nigel Llewellyn shows that 
Indoor Bowls can actually be 
fun! 


It is the first day of the World Indoor Bowls 
Championship 3 when the players' woods (technical term for 
bowls) ; , decide one by one to cause chaos by running about the 
different coloured rinks (technical term for play area). It is your 
responsibility as head umpire to capture each wood by tactically 
placing bricks on, the rinks and trapping them, 


BOWL 


TRAP 


UK 

1 

REN 

NSWMMKMB 

HHHOdfUXIllUMNintllKXHM-tHHt 

OA 

2 

REM 

* 

BOWL TRAP * 

AP 

3 

REM 

* 

BY * 

56 

4 

REM 

* 

NIGEL LLEWELLYN * 

12 

5 

REM 

* — 


RK 

6 

REM 

* PAGE 

6 MAGAZINE - ENGLAND * 

UR 

7 

REM. 

MKKKWKl 


M H 

n 

REM 




SO 10 DIM A$C±22>,B$C±Z2>,CS£1223,DBC3i 
Rfc 20 CS=" 

STEPHENS SOFTWARE welCOMS yo 
u to houl TRAIN Emm TO PL At. [303" 

VH 30 CS llEHtC$l + I)-" FOR INSTRUCT IONS 11 
TO 40 DR (01 =1 :DR(il =-uM :ORt33 

VS 50 1 = 2 : lt-700 ! LN=7O0 : 5C = 300 ; HS-300 
HH fiO POKE 100,PECK 11*61“0SC5-PEEKtlStiJic 
5BASE=CS*256:G05ltB ±300 
HP 70 GOSUB 70O ;B0HL^2fl :LlNE-7e 
DM SO GOSUB 3B0: GOTO 600 
KL 31 REM 
kl loo oldbP-BP:bp=bp+moue 

JC lift IF PEEK CEPl THEM SOUND 0,100,10,10 
:MOUE=DR TINT CHNB £03*413 *BP=OLDBP+HOU£J 
IF PEEK(BP1 THEN 110 

KM 120 POKE BP,2 E POKE OLDBP,0iSOUND 0,0*0 
, 0 

KT 130 IF NOT PEEK£6443 AND FLG THEN SOU 
HD 1, R5 d 12 j 10:P0KE Ol.DBP, 3 E K“NF±! POSIT 
TON 15,23:2 NJJSOUND l^O.OiPQKE 77,0 
DE 140 FLG—REEK T6441 

KP ISO IF PEEK tBP+13 AND PEEK IBP^IJ AND P 
EEK CBP + 401 and PEEKtBP —*01 THEN GOSUB 
200 

LS 160 GOTO 100 
HG 133 REM 1-*:i 1 nmlltU 

CU 200 FOR *I=±2B TO 10 STEP -2:SOUND D, J, 
10,J/10JSOUND 1*JtJ,±G, JKIOrNEHT J:SOU 
ND fl,H.ft,0ESOUND 1,0,0*0 
WF 210 IF BP<TL*15S THEN SCR-IO^GOTO 270 

CD 220 IF 0P<TL+270 THEN SCF=50:GOTO 270 

TB 230 IF BP<TL+33B THEN SCR-30EGOTO 270 

TF 2*0 IF BP<TL*S±B THEN SCR=lft0:GDTO 270 

DG 2SO IF 0P<TL+638 THEN 5CR=6B:G0TD 270 

Eli 260 IF BP(TL+7S0 THEN SCR=20 

MO 270 SC=SC+StftEPOSITION 15,22!? SC;" " 
GH 200 POSITION 1B+00HL,20:7 « " 

GP 233 REM ■ a#=iiTW ;IT?■ TTTi^ 

CS 300 B0HE = BOHL-i:IF BCWI <0 THEN POP tG0 
TO LINE 

DR 310 UPETL+INT CRHD COl *71BH-41 

330 IF PEEK CRP1 0R PEEKCBP + H AND PEEK 
Cflp-U AND PEEK £BP+40l AND PEEK«BP-*0> 
THEN 310 

HU 340 POKE BP,2:MOOE“DR£INTCRND£03*411 
IJ ISA RETURN 

ZZ 303 REM gM-UIM WilCT 
RD 400 FOR 1-0 TB 10 
AN 410 FOR J-120 TO 10 STEP ~B 
UF 420 SOUND 0,J,10 , J71ft:SOUND 1,J+J,10,J 
710 

NE 430 POKE 700,JSNEHT JtNEHT I 
HD 440 POKE 700,B:S0UNP 0,O,0,0'SOUND 1,0 
* 0*0 

RK 450 GOTO 70 
FV 433 REM NnniiarT fa tm a 
KP 500 OLDBP-0P;BP-BPFMOUE 
EL 510 2=2-2:POKE 755 *Z 


6S ragc^-Issuclil 


PLAYING THE GAME 


First connect a joystick to port 1 of the computer. The title 
screen shows the game in action, as played by the computer. 

The play area is surrounded by a brick wall and is divided into 
six different coloured segments, which represent the six rinks. 

On pressing SI’ART the play area will be cleared and a 
bowl will be placed in the area. By pressing the lire button, a 
brick will be placed behind the moving bowl If the bowl 
touches a brick it will change direction. If the bowl is 
completely surrounded by bricks and cannot move, it is trapped 
and the computer will randomly a new bowl in the play area for 
you to trap. 

The coloured segments correspond to different points 
values, with the middle segments having the most points. Your 
score is, increased by the value of the segment that the bowl was 
trapped in. Each game requires you to trap twenty bowls. 

There are two best score objectives: The highest score and 
the least number of bricks used. 

Although simple to plays the game requires a vast amount 
of practice in the timing of when to place the bricks, as bricks 
can only be placed while the bowl is in motion. Practice a lot 
and you will begin to get the idea. You might even get a high 
score! Who said Indoor Bowls was slow and boring! 






































































Llf 530 if PEEK IBPJ THEM MQUF=Dfi (JUT CRND tu 
>*4T>t6P=OLbBPtN0UE;IF PEEK(BP) THEN 5 
10 

KH S30 POKE BP ,2:POKE OLDftP.e 
HA 54ft IF HND£BJ>0.8 THEN POKE 0L0BP,3 
NS 550 IF PEEK IBP*11 AMD PEEKCBP-U AND P 
EtKEBP+403 AND PEEK(8P-403 THEM GOSU0 
300 

AK 560 IF PEEK 4532751—6 THEM GOTO 600 
DM 576 IF PEEK€7321-17 THEM GOTO 988 
MO 500 GOTO sen 

KW 593 HEM Wl ■M.T JjTjn r n iaH J- 1 : l B 
PO 600 POKE 559,0:FOR 1=1 TO 10 
HU 610 POSITION 1,1:* •* 

Hl ! HLHT I: POKE 77,0 

TJ 620 POSITION 0,28:? ■■ BOWL S REMAINING 
t * " j : BOWL=20 

¥U 630 SC—■: H=6 :POSITION 15,22:? '*0 ";P 

OSITIOM 15,23I? "?:LINE=40G 

HLO 640 GOSUb 30O: POKE 559,34!GOTO 10 0 

20 700 GRAPHICS 0:POKE 16,64;POKE 53774,6 
4:POKE 553,0;POKE 756,C5 :POKE 700,6:PO 
KE 709,2U4:POKE 752,1 
US 710 TL=PEEKEB81+PEEK£691*256 
UJ 7±e DL=PEEK£5685+PEEK(5613*256 
BA 730 POKE DL+2,PEEK£DL+2>#12fl!POKE BL+I 

UT 740 FOR 1—6 TO 24:POKE DL+I,132:NEWT I 
EM 75B FOR 1=25 TO 2ft:POKE DL+I,130:HENT 
£ 

F J 760 MC = ||SR £16931 : POKE 512,120 ; POKE 513 
,6:POKE 54206,192 SPOKE 53240,40;POKE 5 
3249,209 

PR 770 POSITION 0,0:? ' "■ ■** ■f rin ^¥l jj NM HH 
uiuioimim ■■ ■■ »■* . * 

ftO 760 FOR 1=1 TO 1ft;POSITION 8,1!? *11 

|J -I j 

INEHT I 

AE 790 POSITION 0,19:? iftaiidiLami.imi 


0C 000 POSITION 0,22E? "CURRENT SCORED + 

HIGH “SCORE t?":POSITION 1,23!? *■ 
0RICKS USED t+ LEAST bRICKSt?"j 

IE 616 IF SONS THEN H5=SC 
0C 826 IF H<LN THEN LN=N 

NG 83S POSITION 15,22!? SClPOSITIOH 35,22 
: ? HS 

VF 840 POSITION 15,23:7 M J It POSITION 35,23 

l ? LN; _ 

HR 049 REH TT^gJi]TMTli:M^L4At.rB 
HJ 850 fti=C$:POKE 559,14!FOR 1-0 TO 05;PQ 
SITION 1,26:7 A«Cl,3*3j|IB*=A*ftJiB$tLE 
NCBS3 +1>=A$ ; AS = H£ 

RE 060 IF PEEK£53279)=6 THEN POP [GOTO fie 
0 

IF 070 IF PEEK£7323=17 THEM POP iGOTO 900 
01 9BB SOUND 1,86-1,16,10;SOUND 1,6.6,6 
KU 090 FOR D = 0 TO 6 3 NEWT D:HEKT IJRETURN 
B99 hem mt: m? ttm arrn^ 

900 GRAPHICS 01POKE 559,6:POKE 15,64iP 
OKE 53774,64:POKE 02,2:POKE 752,1!? 

P0 910 DL=PEEKC560T+PEEK£5613*256tDLl=DL- 
256 

2K 920 FOR 1 = 1 TO SiPOKE DL1 + I,PEEKCdL+I1 
:NEXT I 


KU 

RC 


FD 930 FOR 1=6 TO SO STEP 2;POKE DLl+1,0: 

POKE DL1+I+1,2:HEKT I 
Kl 940 FOR 1=52 TO 53:POKE DL1 + I,PEEKfPL+ 
1-233;KENT I 

EM 950 POKE DLl+ 54 ,PEEK£5613-IfPOKE 561 ,P 
EEK 15613-1 

LD 960 FDR 1=33 T0 45 STEP 21P0KE DL1+I,l 
36:NEXT I 

CK 970 POKE 1713,02:POKE 1714,170:POKE 17 
15,50 SPOKE 1716,13ft:POKE 1717,10:POKE 


1 718,2 1 POKE 1719,146 

lO 900 POKE 1737,6:POKE 17TB,6!POKE 1739, 
0!POKE 1740, 0 ;POKE 1 ?4i , 0 : POICF 1742,0: 
POKE 1743,0 
6 t 990 POSITION 0,0!? 

3 E 5 HI 


PH 1000 ? 1? 
t simple, 
anos you 
HF 1630 ? :? 

trap 20 
ly around 

CF 1020 ? ;? 

on your 
0 placed 
UR 1036 ? ;? 

A any of 


"BOUl Trap is ona of the nos 
frustrating but addictive g 
will ever play." 

"The idea of the game i 5 to 
bowls Which roll individual 
a nulti-CDlnured field," 

J, By pressing the FIRE BUTTON 
joystick cel a brick will b 
behind the Moving bowl,*' 
"When the bowl cannot noue i 
the four directions it is s 


aid to be trapped," 

RC 1040 7 :? "The COMPUTER then randomly 
places a new bowl in, the play field 
which you then must trap," 

WR 1050 ? !7 "PRESS KHIJ FOR PAGE 2";Pfl 

KE 73Z,255;POKE 559,34 
Zll 1060 if PEEK £7323 £>17 THEN 10fiB 
HU 1070 POKE 559,0:POKE 02,2:? "K"!P0SIT1 


I_INSTRUCTIONS 


TU 1000 ? ; ? ''EVePilltiHe you press the FIR 
E BUTTON While the howl is moving QK 

E brick will be placed on the *'J 

OC 1090 ? "play field.*'!? !? "The button 
MUST then be RELEASED and REPRESSED t 
0 place another brich." 

70 1100 ? :? "Various points are scored d 
epending upon Which coloured part of 
the field the bowl was trapped, 1 * 

Js 1110 ? ;? "The points awarded are giue 
n below:SPOKE 82,6:7 
PH 1120 ? "PURPLE AREA SCORE 10 POINTS" 
UE 1130 ? " GREEN AREA SCORE 50 POINTS" 

PO 1140 7 11 RED AREA SCORE 90 PRINTS" 

RH 1156 ? " BLUE AREA SCORE 106 POINTS" 

jf 1160 ? "orange area score 60 points" 

JR 1170 7 11 GREY AREA SCORE 20 POINTS" 

NH 1100 POKE B2,2;? ■? "PRESS ■TldliM FOR 

GAME" 

LN 1190 MC = USR£16931 !POKE 5l2,1Z8:POKE 51 
3,6 I POKE 54286,192;POKE 732,255iPOKE 5 
59, 34 

UO 1208 IF PEEKC732I 017 THEN 1200 


IU 


MA 


RT 

UE 

XG 

OS 

RM 

TV 


UM 

KK 

BH 

Cl 

no 

LL 

HP 

RP 

LH 

Aft 

C8 

KY 

A2 

EY 

DA 

MH 

ML 

SF 

13 

HU 

ID 


AE 

GT 

NH 

NS 

MS 

HL 

HG 

ID 

SH 

UE 

PE 


CR 


VS 


1210 POKE 559,3;POKE 1?13,90:POKE 1714 
,90;POKE 1715,90:POKE 1716,901 POKE 171 
7,186:POKE 1718,Iftfi:POKE 1719,106 
1220 POKE 1737,64 9 POKE 173ft,04;POKE 17 
39,84;POKE 174ft,84;POKE 1741,160!POKE 
1742,180 3 POKE 1743,160:POKE 712,255 
1230 GOTO 70 


THTTTAl ITT 


1300 GRAPHICS 2+A0;POKF 1ft,64:POKE 537 

74, ft4 

1319 POSITION 5,1!? N6i"SOML TRAP" 

1320 POSITION 9,4!? ttSl'm*' 

133ft POSITION 2,7:7 ttft;"nigel iiewell 

yn" _ 

1340 POSITION 6,10!? 06 i 1 [WH»" 

1358 RESTORE 1580 

1360 FOR 1=1536 TO 1567fREAD A 

1378 POKE I,AtNEWT I 

1360 MC=USR11536,CSBA5E3 

1390 RESTORE 1600 

1406 FOR 1 = 8 TO 311 READ A 


1410 POKE CSBASE+i,A;NEHT I 
1420 RESTORE 1700 
1436 FOR 1=1664 TO 1763!READ A 
1440 POKE I,A1NEHT I 

1456 POKE 53261,255!POKE 53262,255;POK 
E 764,0:POKE 705,8 
1468 RETURN 
1499 REM 


1500 DATA 104,104,133,264,104,133 
1510 DATA 263,169,224,133,266,180 
1526 DATA 0,132,205,162,4,177,205 
1530 DATA 145,203,13fi,266,249,238 
1540 DATA 264,230,266,202,286,242,96 
1599 REM ■-TrVf-’M Jiimn4!Mdi M :IiI iD I in 
1606 DATA 255,486,186,255,255,171,171, 
255 

1610 DATA 0,20,85,89,89,85,20,6 

1620 DATA 255,63,255,255,255,243,255,2 

55 


1699 REM ■ tM HJTtV i Tf4iT:TTrM 
1766 DATA 72,135,72,174,156,6,189,176, 
6,141 


1710 DATA 
141,26 
1720 DATA 
,1,104 
1730 DATA 
8,96 

1740 DATA 
96,90 
1758 DATA 
38,130 
1766 DATA 
,22ft 

1770 DATA 
1 « 0,52 
1780 DATA 

t 4 

1790 DATA 


10,212,141,24,208,189, 206,6, 


208,230,156,6,104,170,104,64 


169,7,160,160,16Z,6,32,92,22 


169,1,141,156,6,76,98,228,0, 
9ft,90,186,186,188,5ft,50,58,1 
135,26,2b,26,10,18,10,10,226 
226,228,84,84,84,84,189,ISO, 
52,52,132,132,13?,?0,20,20,4 
4,4,226,228,276,228,0,0,0 
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THE BOOK 

Michael Ende is probably a stranger to English speaking 
readers, but he is well known in his native Germany. He has 
worked as an actor, a play write, a director and a film critic, but 
is probably best known for his novels in the : Jim Knopf series 
and the award winning ‘Momo’. 

In 1979* Ende published a book called l Dic uncndlichc 
Geschicte’. It immediately became the number one bestseller in 
Germany and stayed in that position for three years, It has been 
translated to many different languages w r ith an English version 
being published in 1983 as ‘The Neverending Story 7 , 

‘The Neverending Story’ is about a fat little boy of about 
ten or twelve with the unlikely name of Bastian Balthazar Bux, 
Bastian is the classic l fat boy’ at school He is no good at sports 
or at school work and always gets teased by his classmates. 

In the opening pages of the book* Bastian bursts into an old 
bookshop while trying to escape the local bullies. When the 
shop owner is distracted by a telephone call* Bastian feels 
compelled to take a book called ’The Neverending Story 1 . He 
runs from the shop as fast as he can* then realises that he can’t 
go to school or go- home because hc*ll be caught for stealing. His 
only option is to sneak into the school attic where he settles 
down to read his ill-gained prize... 

Moldy moor is slowly being devoured by an all-consuming 
emptiness known as the Nothing. The creatures of Moldy moor 
are naturally concerned and decide to send a messenger to ask 
the Childlike Empress for her help to overcome the Nothing. 
The messenger is a will-o’-the-wisp named Blubb. 
Unfortunately, Blubb’s sense of direction isn’t very good and it 
becomes lost in the Howling Forest. It finds three other 
travellers camped In a clearing in the forest and seeks directions 
from them. The other creatures - a rock chewer named 
Pyomkrachzark, a tiny named Gluckuk and a night-hob named 
Vooshvazool - reveal that they are on the same mission as 
Blubb. It seems that all Fantastica is being consumed by the 
Nothing and when the messengers realise this, they set off with 
renewed vigour to find the Childlike Empress. 

Six days later* the messengers start arriving at the Ivory 
Tower - the heart of Fantastica and home of the Childlike 
Empress, Much to their surprise, they aren’t the first to arrive. 
The High Street which winds around the Ivory Tower is 
already clogged with messengers warning to see the Childlike 
Empress, Unfortunately, no one can see her because she is ill. It 
seems that the destruction of Fantastica began at the same time 
as her illness and all are concerned that there is some 
connection. 

The best doctors in Fantastica have examined the Childlike 
Empress, but none can find a cure for her illness. When the last 



Garry Francis gives the 
background to an unusual 
adventure in a review that 
almost matches the title! 

doctor, Cairon the black centaur, finishes his examination, he 
announces that a hero is needed to search for a saviour for the 
Childlike Empress. A Greenskin boy named Atieyu has been 
selected for the task. He will be given AURYN to help in his 
quest- This is the badge of someone acting on orders from the 
Childlike Empress and. everyone in Fantastica knows and 
respects it. 

And so it is that Atreyu sets out on his horse Artax in 
search of a saviour who can cure the Childlike Empress. At the 
same time, in a different part of Fantastica* the darkness 
condenses into a great shadowy form - the Gmorkl 

Atreyu’$ journey takes him through the Silver Mountains, 
the Singing Tree Country, the Glass Tow r er of Eribo* the 
flaming streets of Salamander, the broad plateau of the 
Sassafranians* the jungle temple of Muwamath and the 
Howling Forest w r here the four messengers first met. After a 
week’s riding, he has a dream which indicates that he should 
seek Morla the Aged One who lives far to the north in the 
middle of the Swamps of Sadness. 

Atreyu rides to the Swamps of Sadness, but loses Artax in 
the murky black water. Only AURYN saves Atreyu from a 
similar fate. When Atreyu finds Morla, she tells him that the 
Childlike Empress needs a new name to cure her illness, but no 
one in Fantastica can give her that name. Maybe Uyuiala in the 
Southern Oracle can help, but it’s much too far for Atreyu to 
journey within his lifetime, 

Atreyu plods on, After a few days* he finds his path 
blocked by the Deep Chasm in the Land of the Dead 
Mountains. An enormous spiderweb is stretched across the 
chasm and in it struggles a great white luckdragon named 
Falkor. The luckdragon is being attacked by Ygramul the 
Many, a monster made up of innumerable small steel-blue 
insects w r hose combined form keeps taking different shapes such 
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as a spider, a hand and a scorpion. Because Atreyu is wearing 
AURYN, Ygramul reveals that her bite means death within an 
hour, but the poison also allows one to wish himself to any part 
of Fantastica, Atreyu lets himself gcr bitten and wishes himself 
to the Southern Grade. Fortunately for Falkor, he overhears 
Ygramul’s explanation and he too wishes himself to the 
Southern Oracle, Gmork arrives at the chasm a short Lime later, 
only to find that his quarry is gone, 

Atreyu and Falkor become partners,, but collapse under the 
effect of Ygramul 5 s poison. They awake sometime later in the 
care of two little Gnomics, Urgl, a healer,, has cured them of 
YgramuFs poison. Her husband Engywook, a scientist, has 
been studying the Southern Oracle all his life and tells Atreyu 
about the three gates that he must pass through to get to 
Uvula la - the Great Riddle Gate* the Magic Mirror Gate and 
the No-Key Gate. Atreyu sets out and* to cut a long story short, 
makes it through all three gates. When he hears the advice of 
Uyulala, he discovers that only a human child from beyond the 
borders of Fantastica can give the Childlike Empress a new 
name. With this knowledge, he returns to Falkor and together 
they fly off in search of the borders of Fantastica. 

I hey fly night and day until they encounter the four Wind 
Giants - Lirr irom the north* Baureo from the east, Sheerek 
from the south and Mayestril from the west. They tel) Atreyu 
that Fantastica has no borders* but as they start to fight for 
power* Atreyu loses his hold on Falkor and falls into the sea. 

When Atreyu regains consciousness, he finds himself safely 
washed onto a beach, but he has lost AURYN, He heads inland, 
only to sec the strangest procession of night-hobs, kobolds, 
ghosts, witches and vampires. He follows the procession until 
they fling themselves at the Nothing, Atreyu is tempted to 
follow them but* with great effort* he fights the attraction of the 
Nothing and runs with all his might in the opposite direction. 

He 900ft reaches the deserted Spook City* where he finds 
the Gmork* who is now chained up like a whipped dog. The 
Gmork does not recognise Atreyu and tells him how he can 
reach the world of humans by leaping into the Nothing, but if 
he does, he will not be recognised by humans. He will be a lie! 

Atreyu now realises why humans have stopped coming to 
Fantastica to give the Childlike Empress new names. The more 
of Fantastica that is destroyed by the Nothing* the more lies 
flood the human world and the more unlikely it is that a human 
child will visit Fantastica. It is a vicious circle from which there 
is no escape,. 

In the meantime, Falkor recovers AURYN from the ocean 
depths. With AURYN to guide him* he is able to find Atreyu 
and rescue him from Spook City. Together, the two 
adventurers fly to the Ivory Tower to report their failure to the 
Childlike Empress, To AtneyiYs surprise, the Childlike 
Empress considers his quest a success* for his adventures have 
been shared by a human child who even now is listening to their 
every word. The human need only call the Childlike Empress 
by her new name and Fantastica will be saved. 

Bastian knows the Childlike Empress is referring to him, 
but he lacks the courage or confidence to utter her new name, 
Besides, how could the characters in a book know that he exists? 

The Childlike Empress lias one last trick up her sleeve. She 
leaves three of her seven powers to care for Atreyu and Falkor 
and the remaining four carry her from the Ivory Tower in a 
glass litter. They travel in silence for many days and nights 
until they reach a plateau at the summit of die Mountain of 
Destiny-the highest mountain in all Fantastica. In a smaller* 
odd-looking mountain in the middle of the plateau she 
confronts the Old Man of Wandering Mountain. The Old Man 


does not speak to her, but writes in a book. And as he does so, 
the events that he records actually happen. For he is the great 
chronicler of Fantastica. The Childlike Empress* the Old Man 
himself, Atreyu, Falkor and all Fantastica are recorded in this 
book. The book IS Fantastica, And its title is 'The 
Neverending Story*,,, 

This is NOT the end of ‘The Neverending Story’, for it 
has no end* just a beginning. In purely physical terms, Michael 
Ende’s book is divided into 26 chapters. Each chapter begins 
with a letter of the alphabet from A to Z in strict alphabetical 
order. The Childlike Empress' meeting with the Old Man of 
Wandering Mountain is not even halfway through the book. 

I he re are still over 200 pages to go! In the next few pages, we 
discover WHY the book is called ‘The Neverending Story* - for 
it truly IS neverending. There’s also another great revelation 
that I’d prefer to keep from you until you read the book for 
yourself. And you should! 

Bastian does eventually call out the Childlike Empress’ 
new name and in doing so* he becomes a pari of Fantastica, The 
remainder of the book tells of his adventures there* the changes 
in his personality and his battle to return to the human world. If 
you thought the first half of the book was fanciful, then you 
ain’t seen nothin’ yet! 

Bastian’s. adventures take him through Perilin, the night 
forest and Goab* the Desert of Colors where he befriends 
Grograman the Mon. From here he passes through the Temple 
of a Thousand Doors and on to the Silver City of Amaiganth 
where he proves his superiority over all others and meets 
Atreyu and Falkor for the first time. 

The three friends set off to find out how Bastian can find 
his w T ay back to his own world, but he becomes increasingly 
pig-headed and uncooperative for reasons that I shan’t reveal 
here, As the travellers wander through Fantastica, they build up 
an ever increasing army of followers who worship Bastian as 
their Saviour* They have encounters with the Acharis* Xayide 
the sorceress and the Three Deep Thinkers before eventually 
reaching the Ivory Tower, 

The Childlike Empress has gone, so Bastian sets himself up 
as the new emperor. The increasing friction between Bastian 
and Atreyu causes a war between the two. As with all wars, 
there are no real winners, just losers. The war's culmination 
finds Atreyu wounded by Bastian, the Ivory Tower in flames* 
hundreds of Fantasticans killed or wounded and Basrian’-s 
followers in tatters. 

Bastian rides off in anger until he comes to the topsy-turvy 
City of the Old Emperors which is inhabited by the 
Know-Nothings. From here, Bastian’s downhill slide takes him 
across the Sea of Mist to Dame Ey ola’s House of Change and 
Yoris Minroud, By the time of his final encounter with Atreyu 
and Falkor, Bastian has forgotten everything including his own 
name. It is only with the help of AtTeyu and Falkor tliat he is 
able to drink the Water of Life and return to his own world. 

The book has a happy ending, but be prepared to shed a 
tear or two, for it's a real tear-jerker, 

THE MOVIE 

The popularity of Michael Ende’s book was so great that it 
was inevitably turned into a movie. In fact* it was the most 
expensive film project ever undertaken in Germany, 

The film of L The Neverending Story’ was created behind 
locked doors in the Bavarian studios of Mtinic Geiselgasteig 
between 1582 and 1583, It took an international team of fantasy 
film specialists supervised by special effects guru Brian J 
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Johnson. The end result was a complex combination of 
miniatures, full size models and elaborate studio sets; puppets, 
animationics, mechanical special effects and stunts; matte 
paintings, sculptures, photographic special effects, special 
lighting, the biggest blue screen in the world and just about 
every other trick in the book. Oh, and some live actors too. 

The movie is remarkably true to the book, especially 
considering the technical difficulties of fantasy film making. 

The scenery, characters, place names, events and even the 
dialogue are very close to the book, but there are some 
significant differences, (For a fascinating insight into the 
making of the movie, see "The World of The Neverending 
Story’ published by Paper Tiger 1984.) 

The pre-production artwork included BLubb in the film, 
but it was omitted from the final shooting, The other three 
messengers appeared in the film, but were given the simpler and 
more pronounceable names of Rockbiter, Night Hob and 
Teeny Weeny. The land of Fantastica was also renamed to 
Fantasia. 

The Ivory Tower does nor appear as described in the book 
because it could not be built in the studio and all the symbolism 
would have been lost when photographed. Various ideas were 
tried before the final concept of a blooming petal was chosen, 
Catron does not appear as a centaur in the film, but has a human 
form and Atreyu does not have green skin. 

The storyboards were done for the scene with Ygramul, 
but the special effects people said it would be too expensive to 
create. The script was changed so that Falkor could be 
introduced by rescuing Atreyu from the Swamps of Sadness 
just before the Gmork got him. 

In the book, Atreyu must pass through three gates before 
he can see Uyulala. Only the first two appear in the film. 

The scene with the Wind Giants was not used because the 
movie's realisation of the Nothing was more impressive than the 
ghostly personification of the Wind Giants would have been, 
The scene with the ghostly procession was also left out of the 
movie, but the essence of the scene was achieved by the 
reappearance of Rockbiter who had just lost his little friends 
Night Hob and Teeny Weeny to the Nothing. 

The episode with the Old Man of Wandering Mountain 
does nor appear in the movie either. Instead, Bastian calls out 
the Childlike Empress 1, new name without her having to make 
the trip. The second half of the book is not included at all. In 
fact, it would make a terrific sequel. The film leaves itself open 
to a sequel by including the closing remark ^Bastian made 
many other wishes and had many other adventures before 
returning to his world. Rut that is another story and shall be 
told another time,”. 

THE ADVENTURE 

Just as ihe book inspired a movie, so too the movie inspired 
a computer game. The Nevcrending Story* is a disk-based 
Adventure which was originally written by Ian Weatherburn 
and released by Ocean Software Ltd, for a variety of computers. 
The Atari version was advertised, but I’m not sure whether it 
actually made it to market, Distribution was later taken over in 
Australia by Intellicreations under the Datasoft label. This is 
the version I bought, so that's what I’Ll review here. 

The Neverending Story 1, is a traditional text Adventure, 
but does include some nice graphics in a most unusual screen 
layout The top three-eighths of the screen has a "Cinemascope' 
picture of the Ivory Tower, This never changes. As you move 
around the landscape, a smaller window is superimposed over 


shows your current location or a character that you’ve just 
encountered. 

In a similar manner, every rime you pick up an object, a 
picture of it appears somewhere over the right hand side of the 
main picture. You can carry five objects and have one travelling 
companion at any one time, hence you can have up to six little 
pictures on the right hand si de of the screen plus the picture of 
your current location on the left hand side all superimposed 
over the main picture.. 

The remaining five-eighths of the screen is devoted to text, 
Room descriptions always start with a large fancy letter, but this 
i$ NOT in colour as in the screen shots that you may have seen 
in advertisements or reviews. The text uses a redefined 
character set which is reasonably attractive, but very difficult to 
read. This is not helped by some atrocious spelling and 
punctuation, 

One problem with the text portion of the display is that a 
long room description or a lot of objects in a room can cause 
some of the text to scroll off the screen before you get a chance 
to read it. If you don’t type anything for about 1 minute 20 
seconds, the program prints “You wait!”. This happens even if 
you are in the middle of typing a command and once again, 
some of the previous information scrolls off the screen. This is 
very frustrating if you take extensive notes like 1 do. 

Fortunately, iL doesn’t have any effect on the game. It is NOT 
real time. 

The parser allows multi-word input, but its understanding 
of English is pretty dismal. It has a very small vocabulary and 
only looks at the first three characters of each word. The whole 
game can be finished using only one and two word commands, 
so keep your commands simple to save a lot of trauma. 

The game is accompanied by some really horrible music. It 
is supposed to he the popular Georgio Moroder theme music 
from the movie, but it is so awful that you’d hardly recognise it. 
Atari owners deserve better. So does Georgio .Moroder. 

The music plays incessantly all the way through the game 
and really gets on your nerves. You can turn the sound down of 
course, but then you lose the keyboard click. I like to have the 
keyboard dick, so I did a bit of experimenting and discovered 
an undocumented command to turn the music off. Just type 
NO MUSIC (without any spaces) to turn it off and MUSIC to 
turn it on again. 

I should also point out that the disk is copy protected, so 
you can’t (theoretically) make a backup. Bad move Datasoft! As 
a hardened computer user, I know never to use an original disk 
without having a backup, so I cracked the copy protection and 
made a backup just on principle. In doing so, I made some 
interesting discoveries. Most importantly, the game switches 
out the Operating System and loads its own (which is just a 
rip-off of Atari’s anyway), hence it will not run on the older 
Atari 400.'800 computers. Another bad move Datasoft! 

The plot is remarkably close to the movie. You could 
probably complete the game without having read the book or 
seen the movie, but it would certainly be harder to play and 
wouldn’t make much sense. You really need to be familiar with 
the storyline and, to a lesser extent, the philosophy imbedded 
within the story. That’s why I’ve gone to so much trouble to 
summarise the story in this article, . 

The Adventure is divided into three pans, each being 
loaded from disk when needed. The first part covers Atreyu’s 
adventures up to the Southern Oracle and includes most of the 
important events from the movie. However, it is chock full of 
red herrings and some of the events in the movie can be avoided 
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without affecting your completion of the game, The aim is 
merely to get to the Southern Oracle. 

The second part leads you to Spook City where you lose 
AURYN and FaJkor. This part is considerably different to the 
movie, as it covers very little of the story and has lots of new 
objects and locations. This is probably a good thing from the 
Adventurer’s point of view, as this part of the game has the best 
puzzles. The aim is to find the golden key. This is not terribly 
difficult except for some really horrible bugs in the game. For 
example, you can go up from the library even if the planks 
haven’t been removed. There are situations where you can get 
killed in the darkness even though the glowglobe is present. 

You can pick up Ehe pouch a number of times and have the coin 
appear more than once. You can get the key from the 
box-shaped room without killing the rats, although I won’t tell 
you how. The logic behind the spider web doesn’t make sense. 
It blocks a different exit depending on which way you enter the 
room. 

Anyway, once you’ve found the golden key, Falkor will 
reappear. All you’ve got to do is find him and you’re ready for 
part 3, 

The third and final part takes you to the Ivory Tower 
where your aim is to return AURYN to the Childlike Empress. 
This part is fairly easy because there are hardly any puzzles. 
However, there is a large, three-level maze which is a bit tricky 
to map. The horizontal directions don’t present too much 
trouble, but some of the vertical directions are a real pain, Don’t 
be surprised if you go up a stairway and find yourself at the 
level below! 

Overall, The Neverending Story’ is a bit of a 
disappointment. It has a poor parser, a limited vocabulary } 
terrible spelling, grammar and punctuation, dreadful music and 
quite a few bugs. Despite this, it is enjoyable in a perverse sort 
of way. It is fairly easy to solve if you’ve read the btmk or seen 
the movie, but it’s probably not a good game for beginners, 

Fortunately lor Datasoft, there are Adventure addicts like 
me who will always buy new Adventures no matter how good or 
bad they are. Maybe we’re just stupid! 

HINTS 

I haven’t had any coded hints in the last couple of issues } so 
here’s a quick note on how to use them for the benefit of the 
newcomers. First of all, scan through the questions until you 
recognise one which describes the point where you’re stuck. 
Then match the numbers with the words in the attached list to 
get a hint. Simple, isn’t it? 


(jamf Francis' 
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PARTI 

1. Dim't know what in do here? 

5 2y 

2. Feeling weak iVnm [he of 

Sadness? 

16 75 

3. Can't save Arran? 

63 33 49 

4. Can’t survive the quicksand? 

B it) 24 

5. Can’t use the black velvet cape? 

St 4 

6. Can't find The Southern Oracle? 

6 20 

7. Can't find Falkor? 

32 43 

8. Still cairt find the Southern Oracle? 
S3 28 73 76 

9. Can't gsi past the sphinxes? 

39 15 62 51 

16, Can't find the crystal? 

23 35 

11. Cdil't enter the tunnel? 

2 54 

12. Stitt can’t enter the nan ltd? 

72 7 82 68 

13. Can't c-jkmi The glass box? 

27 26 1 38 78 42 76 

14. Can't get the small fragment of 
glass? 

37 34 

15. StiLl can’t get past the sphinxes? 

18 71 47 62 9 ' 

PART 2 

16. Can't find AURYN or Falkor? 

23 S3 36 

17. Don't know what rtt do here? 

5 52 

18. Keep getting killed bv the Nothing? 
14 69 74 L7 22 


19. Can't get rhe planks? 

59 47 

20. Can' t work out what the paper 
means? 

81 4 

21. Can : [ see in the dark? 

37 65 

22. Can't get down rhe weLt? 

37 57 

23. Can’t open the eel] door? 

+6 BO 5d 

24. Can’t get past the rats? 

55 48 74 67 30 

25. Can’t survive the spider's poison? 

16 32 

26. Can't get past Ehe spider’s wch? 

40 25 6 

27. Getting k illed by the wraith 
torturer? 

8 56 24 

28. Haven’t found the golden key? 

58 10 7? 

29. Still haven't found the golden kev? 
67 58 38 66 19 

30. Can't find Falkor? 

23 61 79 44 64 

PART 3 

31. Don’t know what ro do here? 

39 3 6 2 21 

32- Can'L open the mwmerus wooden 
dwr? 

60 41 45 60 50 

33. Can't find a use for all the treasures^ 
37 62 14 31 

34. Can’t open the small ornate dour? 

70 II 

35. Is the Childlike Empress 
disappointed with VOU? 

3 


Next Issue 


Everybody’s heard of The Fawn’. It has been heralded as 
Ehe greatest Adventure of all time - T, , brilliant graphics ... 
superb parser ... better than Infocom ...”. Bull dust! Ji’s more 
like the greatest swindle of all time! 

Lots of people have been conned into buying The Pawn’ 
(not by Page 6) only to find that the game is full of bugs, the 
parser is not so crash hot and the puzzles are unfair. More 
people are requesting help with The Pawn’ than anything else 
currently on the market. So_, if I can finish the rotten thing by 
next issue. I’ll have a lull list of hints to help you out of the 
trouble spots. See you then. 

Garry Francis, 26 Baritiga Road, Earl wood, N.S.W, 
Australia 2206 


l LIVE 

22 PERSISTENT 

43 HORN 

64 CITY 

2 BURN 

23 TRY 

44 SPOOK 

65 glowglobe 

3 AURYN 

24 QUICK 

45 NEEDS 

66 TORTURE 

4 HERRING 

25 WITH 

46 RATS 

67 DROP 

5 FIND 

26 WHO 

47 THEM 

68 CAMPFIRE 

6 KNIFE 

27 PEOPLE 

48 TIN 

69 CAREFULLY 

7 BRANCH 

28 SOUTH 

49 HIM 

70 SAY 

8 GET 

29 MORI-A 

50 KEY 

71 FOR 

9 BLINK 

30 NEARBY 

51 ENGYWOOK 

72 LIGHT 

10 IS 

31 MAZE 

52 BOOK 

73 FROM 

11 PLEASE 

32 APPLE 

53 FI ,Y 

74 AND 

12 FLOW 

33 TAKE 

54 RUSHES 

75 FOOD 

13 AGAIN 

34 LEATHER 

55 OPEN 

76 ... 

14 MAP 

35 TUNNEL 

56 OUT 

77 CIRCULAR 

15 CRYSTAL 

36 LATER 

57 ROPE 

78 GLASS 

16 RAT 

37 USE 

58 COIN 

79 OVERLOOKING 

17 BH 

38 |N 

59 REMOVE 

80 ARE 

18 WAIT 

39 (VIVE 

60 GOLD 

81 RED 

19 CHAMBER 

40 CUT 

61 HILL 

82 AT 

20 FALKOR 

41 LOCK 

62 TO 


21 EMPRESS 

42 HOUSES 

63 DON’T 
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# Atari 8 bit news 

# Up-to-date reviews 

# Exciting features 

# Your letters answered 

In the exciting December issue 
of Atari User you will find: 

# Snowball - an exciting festive action game, 
perfect for the Christmas break, 

# An in-depth review of Star Irak, a brand new 
concept in games control 

# All the latest releases: Little Devil, Knight Ore, 
Leapster. Nightmares and Blazing Paddles. 

#- Print Shop Companion - the perfect partner to 
Print Shop? We take a close look. 

# Golding's Gadgets - liven up your party with 
Atari-controlled disco lights. 

# Assign any eight keys to the directions of your 
joystick with Keyslick, 

9 Change the colour of your cursor with a player 
missile graphic 

+ Using variables to make the most of the USR 
function 

# Five liners - more excellent programs which you 
can type in within minutes 

All listings come complete with a brand new 
checksum - and this month we explain exactly how 
it works. 

Make sure you get every issue before they reach 
the shops by completing and returning the coupon 
below. 


Please send me the next 12 issues of Atari User 
for £15 starting with the_issue. 

1 enclose a cheque made payable to Database Publications 
I . PI ease debit my Access/Visa card no; 


rm iTTn rrm nTn 


Signed: 

Namtf 


.Expiry date 


: EJHi 


Address 


_ Po5-tco da 


Fhvne Ordprf: Q&25 873920 
Telecom Ijc-iVJ 7?:MAG0O1 
Prestet: Key *89 th*n 614560383 


WOULD YOU 
LIKE SOME 

MONEY? 


YES PLEASE! 

Well send you money if you send us programs! Well, 
if we publish them that is! 

PAGE 6 has consistently published the very best 
type-in programs for your Atari and will continue to do 
so but we do need your help! We want you to submit 
your very best programming efforts* Any type of 
program will be considered from games to utilities to 
applications and more* We do not exclude anything. If 
we find a program interesting we will publish it but to be 
interesting it must be well written and use the Atari's 
facilities well* If it is too long for the magazine we will 
consider it as a Bonus on our disk issue and still pay you!. 

HOW DO I SUBMIT IT? 

There are no rules! W r e don’t want to make it hard 
for you* Put your program on a DOS 2 or 2.5 disk (or on 
cassette if you don’t have a disk drive) and send it in* We 
will pay you for not only the program but also for any 
in-depth article accompanying your listing. If you 
cannot manage an article please include at least an 
explanation of the objective of the program. Any articles 
should be included as text files on the disk, 

Polish up your program and send it right away to: 

THE EDITOR 
PAGE 6, P.O. BOX 54, 

STAFFORD, ST16 1DR 


Send to; Atari User, Euro pa House, Adlingtom Park, 
Adlington, Macclesfield, Cheshire SK10 SNP- 

Don't forget to include 
your credit card number 
and fult address. i.Stitef 


A 233 




XL/XE MOUSE 

An ST mouse, modified for XL/E use. 
Includes mouse art package. You can 
use mouse in . 
your own proas! 


Please specify 
300XU130XE 
few and cass/disk 


7 

LOBAL &/ q 

COMPUTER 
SERVICES 
108 Navigation Road 
“ NORTHWICH CW81BE 
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PEN PALS CONTACT 


PENPALS WANTED; 1 own a 130XE, 1050 
Disk Drive, 1029 Printer <md enjoy making add-ons 
for my computer I would like pen pals from U.K. 
and Europe 10 Swap Kims and lips. Write to Simon 
Jenkins, E Greenwood Road. Victoria Village, 
Abersychatn, Puntvpool, Gwent, South Wales, N r F4 

8QA 

FROM HOLLAND; Many of my fonmci * 1 * * * * * friends 
are switching to the ST, I ivould like m find new 
friend* in the 8 Kit held. I am interested in 
swapping info, ideas, p.d. software, Willi answer all 
.etters. George van den E Like], Diemerkade 13,1111 
AR Dicnien, Holland 

ST USERS: I want contacts from anywhere in the 
world. AH letters answered Willy Clark, 55 Cecil 
St., Liverpool, 1.15 1HP 

AI ARI PEN-PALS: Do you know a little abour 
every kind of software. Are you into simulation and 
unusual software. E haveSOOXL, 1010 and 1050. 1 
will try and answer nil letters so get writing! David 
H.J., 47 Coronation Road, Heach Town, 
Wolverhampton, WVJ0 0QW 



ATARI USERS: Any Atari fans ($T and 8 bit} in 
the Beverley Hull area who know of, or who are 
interested in forming, a user group please contact 
W. tiala&han on Beverley (002347 




ST USER: Wishes co makes contact with others to 
eschange hints and taps. ete. A Hourihane, 2 
Merton Road, HighficLd, Wigan, WN3 GAQ 







PROM POLAND: New ST u$rr wishes to make 
contuct with young people who Like the ST. I am a 
Student of second year of Technical University' in 
Gdansk. Computers in? not my only interest. 1 
would like m know about people Living in other 
countries arid I think computing is a good way CO 
make new friends. Jarek Dolinski, ul.Polixa 23, 
83-110 TCZEW, POLAND 


S-BIT MATES: I want tn meet or correspond with 
XL XFi owners in the Runcorn area ro exchange 
ideas and set up a local com purer club A. Newman, 
41 Mead Way, Hakon Brook, Riirtcom. Cheshire 
WA7 2DX 





ST CONTACTS WANTED: New ST owner 
seeks to exchange rips etc. C'mOn write to Norm. I 
will answer all letters.. Norman Tierney, 5 Campion 
House, MayviLie Estate-Matthaus Road, London, 
NT16 &LN 


ST PEN-PALS: To swap hints, tips and ideas. 
Please write to Moray Saville, 3 Victoria Crescent, 
Elgin, Moray, IV30 1RF (0343) 3372 

XL FRIENDS: Belgian user wants to correspond 
with English users. I have 800XL, 1029 printer, 
1010 cassette, 1050 drive. Please write to Degryse 
Mario, Boomgaardjtr 19, 0900 leper, Belgium 

S I CONTACTS: 1 am 24 and would like to swap 
lips, knowledge and programs with STers over If!. 
Pen Pals wanted front all over the world. My 
hobbies are Science Fiction and computers, Write 
cuF.J, Reedersj Pr, MargrieEStr.9,4797 HVC' 
Willemstad, Netherlands 


FOR SALE 



XL ST STEM: Two tiOOXl.'s, 1050 disk drive. 
1010 recorder plus manuals and assorted software. 
PAGE G Issues 13-26, 12 issues of Atari User and 
Computer Animation Primer. £250 complete. Will 
split Tel John on 01 74.3 fiS79 

XL DISK SYSTEM: 0OOXL, 1050 Disk Drive, 

1010 Cassette, touch tablet, joysticks, FCC printer 
interface, Compute! manuals and software. ALL 
boxed as new. £300 o.tl-O. Simon Crawley, 16, 
Victoria Road, H debit! > Herts, SG5 2LS. Tel. 0462 
58114 


UPGRADED XL OR I3&XE: Either 13QXE or 
SOXL upgraded to I 26 K with 4 Operating Systems 
plus 105(1 fitted with Doubler. £20(1. Also ALL 
ANALOG, PAGE G, Monitor and some ANTIC 
mags - price negotiable. Td. Leicester 7072OG 


XL SET UP: S00XL, 1050 Disk drive fitted with 
Hyper, software, disk notcher, 822 printer and 
paper. £220 o.n-O. Alan Hourihane, 2 Merton 
Rnad. Highfietd, Wigan, WN3 6AQ 

MAGAZINES: 20 issues of ANTIC, 16 
ANALOG, 28 COMPUTE', 4 H l-RES, 9 PAGE 
G, 11 Monitor, 10 Atari User plus books and 
manuaLs. D. Comroy, 17 Finsbury Ave, Blackpool,, 
FYl &QH 

STARTER PACK: HOOXLand 1010 tape 
recorder, S Ware, magazines and utilities. £250 

n. n.tj. Tel. 0753 47086 4 - G p.m. weekdays or 
weekend or Write to R. Gilpin, 5y Marysi.dc, 
Langley, Slough- Berks SL3 7ES 

XL SYSTEM: 000X1. with controller card, 1050 
drive, 810 drive with Archiver, 1010 recorder. £350 

o. n.o. Phone 01-560-8173 

XL- KIT: XL with 1050 disk drive and 1010 
cassette, much tablet, joystick, etc. £295 - no offers! 
Phone Reger on 020G 8G1640 after 5.30 p.m, 

XL SPECIAL: S00XL, Rev. C Basic, 1029 primer 
with Font 4 ROM and spare ribbon,1050 Drive and 
1010 cassette, books and software all in Ex- 
Condition. Cost £650, will accept £320 o n .0, 

Phone K. Clarke On KnowSe {5678274 

Xl. SYSTEM; XL, computer and data recorder still 
in mint condition. Aran User and PAGE 6, Qu ick 
Shot II joystick and software. All in good condition. 
£110 the lot. Contact Gary on 01 640 0656 
weekdays. 

XE SYSTEM: 130 XE and 2 Lazcr Disk Drives. 
Will Split. Offers, Ring Geoff Covent rv i"0203i 
4431163 

000 XL; Bused as new £45. 13flXE Handbook, £5. 
Siitne PAGE 6, Monitor and Atari User. Further 
details telephone ON32 74037 

XL SYSTEM: H00XL, 1050 Disk Drive with 
Laser and Doubler.. 25 Assorted magazines, dust 
covers, lockable disk bos., joysticks and over 100 
disks. All in immaculate cunditian, £250 or could 
split. Contact Ian on05l 426 E475 after 5 p.m. ur 
write to 55, Poplar Grove- PrcscoT, Merseyside L35 
SAY 

1€2 7 PRINTER: Immaculate condition, hardly 
used. £50. Phone Neil on (0709) 365701 

MflNTTORt Thompson 14" RGB colour nvonicor, 
£100. Also Atari &S0 interface unit, £70. Tel- -0634 
666370 

PERIPHERALS: 1050 disk drive with Archiver, 
sound sain piling system and 20 disks of software, 
£100 rhe lot, 1029 printer with 20 disks of software 
£100. Phone B’Ham (021: 747-3618 after 6 p.m. 
and ask for Nigel. 

DECEASED; Clapped out 1050 Disk Drive for 
sale plus software if you can afford to get ct fixed. 

For details send a large s.a.e. 10 J. Hall, 35 School 
Dine- Wallasey. 1.44 2DW 

XL SYSTEM: Atari 80QXL, 1050 Drive, 1029 
Printer, 1010 recorder. Touch Tablet, Replay 
Sound Sampler plu s loads of software aLl lor £299 
Tel. PauL 04022 24268 

MAG SALE: ANTIC issues April - August '86 
£ 1.50 each- ANTIC w Lth disk September ‘86 
August '87 £50 the set. Ring 0822 852796 

COMPLETE XL SYSTEM: 800XL, 1050 D.D. 
with l-trser, 1029 Printer, 1010 Recorder, software 
and technical manuals. Phone 0256 463848 after 8 

p. m 

UPGRADED XL: 128k 8O0XL with Rev. C Basic 
and ULtimun 8d column, Warpspeed 800 OS, 1050 
Happy Drive, 1010 cassette, disks, books, mags, 
cassettes & FCC interface. £400. Phone Mark on, 
0702 337599 after 7 p.m, 

CITIZEN 120-D PRINTER: With NLQ & Epson 
compatible prim styles includes reverse print, £130. 
Atari Assembler cartridge £12. Roth wlrh manuals. 
Tel. George on 0268 743725 


XL SYSTEMS: 1 S0OXL dual OS, Omnimon XL 
with switch plu^ 810 drive with Archiver chip and 
docs. Rev. C can. £ L50 o.n.o. 20 80OXL and 1050 
drive and games £90. 3) Action! cartridge, book and 
Utilities, disk. £39 4) Assembler Cartridge and docs 
£12. Fhd Brown, 57 Hank Street, Newquay, 
Cornwall. Td. 0637 872511 

MAGAZINES: PAGE 6 issue 6 to present, the 
eomplete Aral i User, numerous C - 1 - VC r, offers 
please, will split. Tel. Thomas on 027984 3106 

PRINTER INTERFACE: Xetec Parallel printer 
interface- Epson compatible, supports graphics. No 
software needed. £35. Buyer collects. Alar. 

Fletcher, 13 4-27 Castlobav Drive, Milton, 
Glasgow G22 7LJ. Tel. (04) 772 8064 6.30 p.m. - 
7.30 p.m. 

ODDS & ENDS: Any reasonable offer on any of 
the following: PAGE 6 1 - 27, Atari User 1 - June 
'87, ANTIC Feb '83 to May '87, ANALOG 9-53, 
ANTIC Anthology, ANALOG Compendium, 

Atari Assembler, ML for Beginners, Inside Atari, 
Your Atari Computer, Mapping the Atari, Atari 
Graphics 1,2 & 3, Atari Collection Vol.2, 

Compute!'s Atari L and 2, Animation Primer, 
Computer Eyes Digi tizer, Basie XL and Toolkit, 
varied graphics software, Phone Ken on 
Wolverhampton (0902) 783288 

COMPLETE SET-UF: 800XL, 1O50 Drive, 
XC12 recorder. Ass. Editor Cartridge, £150 uf 
games a also PD Software, bonks and over 100 
magazines, £175 will nut split. Phone Ken on 0273 
594821 after 7 p.m. 

AUDI FOR XL XE: Digitras: 16 track professional 
sequencer. Includes interface box (midi in- out and 
thru" and software on disk All original docs. Cost 
£165 - will accept around £80. Phil Brown, 57. 
Bank Street, Newquay, Cornwall. Tel 0637 872511 
(work) 

ATARI MAGS & BOOKS: 31 issues of 
ANA LOG, £25. 31 issues of ANTIC, £25. 15 
issues of COMPUTE! £l 5. 4 issues of Hi-Res. 
£6.50 22 issues ot PAGE 6. £14 12 issues of Atari 
User- £4. All in v. good or mini condition. A, 
Fletcher, 11 4-27- Qmichav Drive, Milton, 
Glasgow. Tel. (0431 772 8964 

EPSON RXSQ RPBftt Cut sheet feeding 
attachment, brand new and boxed. Bought in error 
for LXH0. Fraction of list price at £26. J'el. i'0625i 
20782 


WANTED 


MAC 63: Cartridge, manual and MAC’ ho toolkit 
wanted. [ .'RGENTLY!! Cuntacf Phil at the PAGE 
6 office, 0785 213826 

1O30 DRIVE: Must be in good working order and 
at a reasonable price. Phone Gosport 584418. Mrs 
M. Hatnlyn 

HARDWARE: Any Arari hits, dead or alive, 

S ware, Books, Mags ere. wanted. Contact Mr. 
Shephard. 98 Western Rd., Brentwoud-Essex, 
CMI4 4SS 

S-BIT SYSTEM: 130 XE and 1050 wanted. 

Cash exchange, Ring 0822-852796 

1056 DRIVE; Somewhere in the £50 region. Also 
1(^9 printer around £50. K. Scomcy, Pam-y-Saer } 
Bwleh. Tynygongyl, Anglesey, Gwynedd LL74 
8RG 


YOU can usv CONTACT. It free of 
charge and open to any notice connected 
with Atari with the exception of the sale 
or exchange <»f commercial software. 

I he Editor reserves the right to reject 

unsuitable notices. Please study the 

format of the present notices and draft 

yours accordingly. Put your notice on a 

plain sheet of paper headed CONTACT 

and send to CONTACT* PAGE 6, I\Q, 

HOX 54* STAFFORD, ST16 1DR 
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the tradesman refused to deal any longer. 
After offloading the remainder of my 
cargo and undoubtedly getting ripped off 
in the process, I paid a visit to the buying 
market which was much the same as the 
selling one, except of course that I had to 
haggle for lower prices rather than higher 
ones. A few gold pieces (gp) lighter in the 
pocket, I took my chosen stock of Wool 
back to the ship and decided to check out 
the stores. 

Here., there was food, news and 
cannonballs for sale, as well as extra crew 
members for hire. I stocked up with Red 
Herring sandwiches and attempted to 
obtain the news, upon which the 
storekeeper demanded a 9O0gp bribe for 
the privilege! By now I was bordering on 
skint and credit was strictly forbidden, so 
I set to sail and arrived at the next "exotic 
iiHiation* where I hoped that someone 
would appreciate the Wool I had brought 
them. Good news! Wool was in high 
demand and 1 netted nearly 2200Ggp for 
the kitty! Investing all of this in Silk 
turned out to be a wise decision* as I later 
managed to Bog this for a cool ■lOOOOgp! 
What an easy life, 1 thought, foolishly 
spending the whole caboodle on Tobacco 
and discovering a potential loss in store at 
the next port. It was better luck at the 
following location, where my financial 
assets rose to just 500gp short of that 
magic ransom figure. This was soon put 
right in a quick deal on Medicine. 

Already I had raised sufficient funds 
to pay off Hloodthroat, so having 
stockpiled plenty of nosh for the crew I 
made for the islands, where it was 
rumoured Bloodthroat lie in waiting. Sure 
enough, there he was and I was asked 
whether 1 wanted to confront him in 
battle (in which case, what would happen 
to Katherine I wonder?) or hand over the 
readies. Any thing fur a quiet life I 
thought, and reluctantly parted with the 
cash only to live happily ever after within 
the colourful confines of the high&core 
table. That is, until the computer was 
switched off because although the drive 
tried desperately to permanently record 
my achievement, side B of the disk hadn’t 
been notched! ! 


Cascade Games 

Disk £9.95 ST Disk £12.95 

! player/ 1 joystick 

“Whilst docked in Casablanca, your 
ship is attacked and plundered by 
"Bloodthroat the Pirate*, a blood-thirsty 
rogue who terrorizes the seven seas. He 
has taken your daughter Katherine and 
demands 50,000 gold pieces for her safe 
return. 11 

And so the scene is set for PIRATES 
OF THE BARBARY COAST, a new 
trading simulation from Cascade Games 
in which you have just thirty days to raise 
the necessary ransom to secure the release 
of your daughter* by dealing at the 


Paul Rixon 
meets Pirates... 

Droids and 
Snooker Players! 


various ports along the African Barbary 
coast, or better still, putting a stop to the 
evil wrong-doings of the notorious 
Bloodthroat. Impressed by this dramatic- 
build-up I donned my skipper's cap* 
boarded the 'American Star’ and 
ventured forth into the great unknown. 

Following the loading procedure and 
a title page with apt musical 
accompaniment, I was invited to read the 
ship’s log (which served to reiterate the 
instructions) and was then presented with 
a map of the Barbary coast and nearby 
islands. Underneath the map, data 
relating to my available supplies and 
current location was shown, and this was 
updated on subsequent access to the 
screen. Having chosen my destination by 
positioning an arrow over the required 
port, 1 confirmed my selection, and 
waited while the disk revolved for what 
seemed like an eternity (Cascade 
obviously recognise this problem as they 
suggest making notes in the interval!). 

A seemingly useless picture of the 
ship’s cannon eventually appeared with 
the prompt ‘To Port 1 . Selecting this 
induced yet another lengthy disk access 
and finally a greeting from Thoresen the 
master tradesman from Tangier, plus the 
option of visiting the stores, having the 
ship repaired, trading at the port or 
moving on to the next location. Well, as it 
is a trading simulation I decided to ‘do 
business' at the port and the display 
switched to a cross-sectional view r of the 
ship's hold. Positioning an arrow cursor 
over an item in the hold, such as 
Medicine, Silk or Cocoa, revealed a 
‘window* and an offer for the goods in 
question. It was then up to my skill and 
judgement, (ha!) in deciding whether to 
accept or refuse the offer, or to dicker for 
a better deal. Naturally choosing the latter 
option, I was allowed a two gold piece 
increase, but on pushing my luek too far 




PIRATES OF THE 
BARBARY COAST 
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Okay, so that was the game, now 
where’s all the 'Action, adventure and 
derring-do on the high seas 1 claimed in 
the sales hype? Well, what I haven't 
mentioned is the battle which can take 
place if you are Suckv enough (I) to meet a 
Pirate on your travels. It must have been 
the Pirates' day off when I played the 
game, but I can reliably inform you that 
there is occasionally a battle - although 
you can choose to flee from it - and if you 
manage to sink the enemy you can either 
pick up the ship’s accumulated booty or 
read its log for clues. 

A battle consists of firing rather 
feeble looking cannonballs at the Pirate 
ship as it sails across the horizon. You 
have to select the cannon elevation in a 
very similar fashion to the battle scenario 
in ‘Beachhead I’, that’s if you manage to 
load one or ail of the fifteen cannons in 
time. This sequence involves selecting 
load., cannon, powder, cannon, push rod, 
cannon, brush, cannon, elevation, cannon 
and fire in precisely the correct order- 
realistic as it may or may not be, it 
certainly becomes extremely tedious after 
a short while, especially as the cannons 
seem to automatically unload themselves 
when you exit the screen. As I have 
already discovered chough, you can sail 
away from potential conflict in the safe 
knowledge that it’s fust as easy to 
complete the game without the bother. 
This can also be said for the 'treasure 1 , 
that is supposedly located on one of the 
islands. Searching for it can expose the 
crew to disease, and since they are 
expensive to replace it's not a good idea to 
make the effort. 

So, having made it into the highscore 
tabic you can either have another go or 
better still, turn off and try something a 
little more exciting - like Yoga or Chess 
for instance! Giving credit where it’s due, 
I should mention that each of the 
locations is nicely drawn in graphic 
adventure style (although they do tend to 
get obliterated by the pop-up windows!) 
but I : m afraid the sound is little more 
than adequate and, in contrast to the 
over-imaginative blurb, the game plays 
somewhat sedately. 

Whilst it is certainly an ethical 
improvement for Cascade Games since 
the days of their ill-reputed ‘Cassette 50’, 
PIRATES OF THE RARBAKY 
COAST is unlikely to appeal to any bui 
the youngest of Atarians. Full marks for 
an original concept, but not quite the 
action-packed strategy extravaganza I was 
expecting! 

An ST version of the game is 
available but I have not seen it. I suspect 
that the graphics may be better but that 
the game is very similar in play. * 


DIZZY DICE 


Players 
Cassette 
£1,99 
1 player 
1 joystick 



DIZZY DICE is a computer fruit 
machine played like a conventional fruit 
machine, which obviously means 
spinning the reels in the hope that they 
will display a winning combination of 
symbols when they come to rest. In the 
unlikely event of a win, you can opt to 
pocket the prize money or alternatively 
throw discretion to the wind and gamble 
for a higher amount. IT is feature is 
implemented by a 'roulette wheel’ (looks 
more like a rotating sundial to me!) - you 
must correctly predict the symbol on 
which the wheel will stop to collect the 
bonus. It’s up to your gambling sense 
whether to go for a higher bonus or a 
more probable outcome- 

All the usual features are included 
such as Hold, Collect and Gamble, with 
the exception of Nudge. An additional 
feature is the 'dice game' in which you 
can win up to $200 by guessing whether a 
throw of the die will yield a higher or 
lower outcome than the last, or if it will 



be the same. Also, you can select either 
normal or hank mode at the beginning of 
the game. Tn bank mode you commence 
play with S20 and try to increase it to 
S100 - to break the bank! Achieve this 
and the bank limit is increased on 
subsequent successes up to a maximum of 
SIOOQ. 

If you dislike games that involve a lot 
of screen changes, you'll be pleased with 
DIZZY DICE as all the main functions 
are crammed (crammed being the 
operative word!) into just one screen, this 
being reasonably well laid out with a 
notably liberal use of colour. The use of 
sound however, is rather less than 
spectacular with the instruction page and 
endgame sequence accompanied by the 
most awful racket you are ever likely to 
hear! Incidentally, the inlay card 
illustrates a screen shot showing a cartoon 
style view of the fruit machine, although 
it doesn't actually seem to appear in the 
Atari version, .Methinks it’s about time 
the Trading Standards people put a stop 
to this misleading practice. 

To sum up, DIZZY DICE doesn't 
offer anything radically nciv over 
Mastertrunic's 'Vegas Jackpot’ or indeed 
the multitude of type-in listings that have 
appeared in various computer magazines 
over the years, but for compulsive 
gamblers with a cash flow problem it is a 
reasonably entertaining alternative to 
bankruptcy. And at this price, you can 
afford to take a gamble! # 



L.A. SWAT 


Mastertronic 
Cassette £1.99 
1 player 
1 joystick 

A terrorist gang has taken over the 
West side of Eos Angeles and it's up to 
you, as Special Weapons And 'tactics 
(SWAT) team leader, to defeat the 
baddies and rescue the hosLages, 

First of all it’s a vertically scrolling 
trek (Gunlaw style) through downtown 
L.A. where you may just notice the odd 
yobbo hurling a grenade in vour 
direction. Sidestep these, but watch out 
for snipers taking pot-shots as you pass, 
and don't get too near to a terrorist - a 
dose encounter can be an extremely 
painful expcrienccl Your machine gun is 


going to get a lot of use on this mission, 
but you must be careful not to blow away 
any innocent civilians. 

Eventually you’ll make it to a 
crossroads where a quick reaction time 
will prove to be a useful asset, as the 
baddies mount a final desperate attack. 
After a while a captor will appear 
clutching the hostage, and you've got to 
blast him away from the scene without 
harming the victim. Then it's on to the 
next level where the gang have now 
recruited new members, ensuring plenty 
more action to keep you occupied. The 
blurb mentions something about 
appearing on Network Television, but 
whether this is an actual feature of the 
game remains to be seen. 

I.. A. SWAT may not be in the best 
possible taste but it's a reasonable, 
uncomplicated commando shoot 'em up 
with moderate graphics, adequate sound 
and a mild addictive quality. It’s bound to 
do well at the price. • 
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ARKANOID 


Imagine 

Cass, £8.95 Disk £12.95 
1-2 players 
1-2 joysticks/ paddles 
keyboard 

Anyone for Breakout? Yes folks, 
whack-a-brick, bounce-a-ball fever is 
back upon us, courtesy of Imagine, 

Forget all the blurb on the inlay card 
regarding space ships and suchlike - 
ARKANOID is essentially an enhanced 
version of the Atari classic. For the 
uninitiated, the program displays screen 
after screen of multicoloured bricks which 
are destroyed when they come into 
contact with the ball. This bounces 
around the play area rebounding off of 
the bricks, the three perimeter walls, and 
a fourth, much shorter l wall ! - better 
known as a bat. You have to position the 
bat in the path of the oncoming ball - 
otherwise a life is lost - and ultimately 
eradicate all of the bricks to progress onto 
subsequent levels, 

Doesn't sound like much of a game 
by today's standards, right? That’s why 
Imagine have thrown in a few extra 
goodies along the way. Selected bricks, a 
large proportion in fact, conceal round 
capsules and if you destroy the 
appropriate brick, the capsule floats 
downwards presenting you with the 
opportunity to catch it and benefit from 
one of several special effects, depending 
on the colour of the capsule and the letter 
it bears. For example, a T’ lets you have a 
bonus Hfe, art *E’ elongates the bat and an 
TY transforms the bat into a twin 
laser-firing attack ship. 

Constantly emerging through 
one-way doors at the top of the screen are 
a varied selection of niggling nasties. The 
animation of" these is excellent, bur it’s not 
a good idea to admire the graphics for too 
long - if the ball touches alien matter it is 
deflected in a random direction at 
increased velocity. Thirty-two levels later 
you are gi ven the chance to confront the 
"Dimension Changer’, or so I’m told! The 
plavficld is very colourful boasting a 
highly patterned and very imaginative 
backdrop, although the hat and ball are 
slightly disappointing, as are the bricks 
which are simply solid blocks of colour. 
There isn’t any music (pity about that) 
but the few existing sounds are of 
reasonable quality and suitability 

The game’s overriding strength lies 
in its immense addictiveness, and if you 
consider this property to be more 
important than its originality factor then 
you should turn a blind eye to the perhaps 
over-inflated asking price and waste no 
time in adding ARKANOID to your 
arcade collection. * 


POWERDOWN 


Mastertronic 

Cassette 

£ 1*99 

1 player 
1 joystick 


Can you destroy the isolated asteroid 
fortress of inter-galactic arch-villain 
Argon and put a snip to his evil antics 
once and for all? You can find out by 
purchasing POWERDOWN, a game 
which comes from the keyboard of 
Graham Askew. If the name sounds 
familiar, that's because his work has 
appeared in past issues of PAGE 6 
(remember Gangsters and Supply 
Blaster?}, He has now advanced into the 
wonderful world of commercial 
programming with this game, which adds 
to the ever-growing list of bargain titles 
from Mastertronic, who are presently the 
most prolific publishers of budget priced 
software for the Atari. 

POWERDOWN is a game of the 
vertically scrolling arcade genre 


ON CUE 


combining a mild dose of the well-tested 
shoot ‘cm up philosophy with a 
requirement for strategic skill* a degree of 
dexterity and just a sprinkling of good 
fortune. Your aim is to infiltrate the 
fortress, to destroy Argon and to shut 
down tire power source by manoeuvring 
your trusty space ship through numerous 
screens (in your own time), negotiating 
the inevitable defence system and zapping 
at appropriate moments. 

Naturally, Argon's fortress is 
zealously guarded against penetration by 
his invincible army of Argoniks together 
with death rays* lasers, gunfire and 
combination locks. However, the 
Argoniks turn out to be a blessing in 
disguise as they transform solid white 
walls into zappable red ones. They can 
also be confined to specific areas of the 
fortress by tactical opening and closing of 
doors and are needed ultimately in order 
to gain access to Argon’s control room. 
"Shields’ are also a necessity and their 
deployment is crucial to success in the 
game. An ingenious and possibly unique 
feature is the ‘television scanner’ that is 
used to discover a combination lock code 
- it took me quite a while to figure out the 
meaning behind this one! Although sixty 
minutes is the lime limit allowed, I 



Mastertronic 

Cassette 

£2.99 

1 -2 players 
I joystick 



Not one game but two this time from 
Mastertronic in a package aimed ul all you 
green baize enthusiasts out there who are 
too tired to hazard an expedition to the 
local snooker hall and haven't enough 
room for a real table due to all that 
precious .Atari equipment! 

ON CUE completes the hat-trick of 
snooker simulations for the 8-bit Atari 
and also includes Pool as a separate, 
though virtually identical program. No 
need lbr me to explain the rules, suffice to 
say that all the regular ones apply and 
Mastertronic have included a vague 
outline of these on the inlay. Dealing with 
Snooker first, the table is not green as you 


might expect but black for reasons of 
clarity, and as with "Sieve Davis Snooker’ 
by CDS, this choice of colouring works 
well and is preferable to the bright green 
of the first Atari Snooker simulation by 
Thorn EMI. In ease you’re wondering 
how the black ball is distinguished from 
the black table, this is achieved by a white 
circle around its circumference. The 
yellow and brown balls look suspiciously 
like different shades of green to me, but 
otherwise all are reasonably recognizable 
(unless you’ve got a black and white 
television of course!). A rather blocky 
cushion in bright red has an adverse affect 
on the visual 'feel' however. 

Playing a shot involves positioning a 
small cross-hair cursor over the point at 
which you intend to aim the cue ball, 
setting the desired ball-spin, and power 
level, and finally hitting the trigger whilst 
simultaneously crossing your fingers in 
expectation that the ball may, unusually, 
travel in the required direction. There’s 
no telling really, so you might as well 
adopt my own established strategy of 
hitting the cue ball at full power into the 
object ball and hoping that it will end up 
in a pocket! 

Talking of power, the program seems 
to assume an exceedingly over-cautious 
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managed to complete the mission in 
around half an hour (real time) but not,. I 
hasten to add, before a great deal of 
practice and experimentation! 

Inn welcome departure from normal 
Mastertronic policy, the instructions are 
very informative and I’d be more than 
happy to see this practice adopted in their 
future releases (Mastertronic are you 
listening?). Sound effects in the game 
aren’t worth throwing a party over, but 
they’re on a par with the majority of 
recent budget titles., and the graphics are 
very good indeed! Animation is in 
abundance without any sacrifice to 
response time, the scrolling is ‘typical 1 
Atari (superb) and there’s plenty of colour 
and detail. 

Although I could criticize the slightly 
irritating delay encountered when 
obtaining a new ship and the lack of an 
abort facility s these arc really only 
insignificant points in a game oozing with 
playability. What’s more, 
POWERDOWN is thoroughly addictive, 
reasonably challenging and if that isn't 
enough, will only set you back a mere 
£1.99! I can't think of any better reasons 
to immediately rush out and buy it, can 
you? ^ 


MISSING ... ONE 
DROID 


Bug-Byte 
Cassette 
£2,99 
1 player 
1 joystick 



Despite Lheir experience, Rug-Byte 
are not a company noted for exceptionally 
high quality software and they have yet to 
produce a serious threat to their 
competitors in the battle of the budget 
barons, although their last release — 
CHICKRN CHASE - was a step in the 
right direction. MISSING ,,, ONE 
DROID is Bug-Byte’s latest offering and 
has been released under licence from 
Analog. The author - Paul Lay - is no 
stranger to PAGE 6, and you will 
undoubtedly remember his fantastic game 
Wlunchy Madness' that appeared in issue 
24. 

This one is written entirely in 
machine code (not an obvious statement 
to make when discussing Bug-Bytel) and 
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attitude towards its use. Consequently, 
even at full blast the cue ball struggles to 
travel the length of the table. It also has 
the annoying habit of suddenly 
accelerating after a collision, which 
doesn’t say much for the realism bui 
admittedly comes in handy on occasions! 
Nine levels are available at which to play 
the computer - level one ensures a 
computer blunder every time whilst level 
nine won't give you a look in if you so 
much as dare to miss a single pot! At 
times the computer is a little long-winded 
in deciding on its shot, although perhaps 
this is intended as a touch of deliberate 
realism? 

You can always choose to play 
against a human opponent - although 
you'll have to share one joystick as there is 
no provision for a second one to be used - 
or you can watch the computer battle it 
out against itself. No prizes for guessing 
who the winner will be, but if you can 
re-create some of the 'impossible' pots the 
computer is capable of you should give up 
arcade games immediately - there’s a 
hefty cheque waiting to be won at the 
next international competition! If not, 
never fear, for there is a chance to get 
your own back, as an edit facility enables 
the setting up of balls in any desired 


formation and game continuance from 
this point. This opens up all sorts of 
possibilities, such as re-living famous 
situations, practicing your potting 
technique and of course, setting up the 
table in your favour in an attempt to beat 
the computer! When you can't beat 'em, 
cheat 'em! 3 

Pool is based around the same 
program as Snooker, except of course that 
the balls are coloured in accordance with 
the game requirements, and all of the 
appropriate rules apply, I discovered a 
slight bug whilst messing about in Pool 
edit mode when I suddenly found myself 
with four cue balls on the table, followed 
shortly afterwards by an irreversible lock 
up, although I’ve tried this option since 
without any such drama so it would not 
appear to be a major problem. 

Having compared ON CUB snooker 
with 1 Steve Davis Snooker’ it is apparent 
how remarkably similar the two games 
are. The CDS game still holds the edge 
Over ON CUE in my opinion, due to the 
latter program’s cosmetic inferiority and 
lack of a table-speed facility, although 
with the added bonus of Pool and a price 
one third that of the CDS game, ON 
CUE represents excellent value for 
money. 


boots up from cassette in around one 
hundred seconds, A disk version is also 
mentioned on the inlay, which hardly 
seems necessary for such a short amount 
of code. Now for the customary elaborate 
story, which tells of how Rusty the Droid 
has become separated from his. Droid 
companions due to his impetuous 
tendencies - he has foolishly manipulated 
himself into a topo-dimensiunal converter 
and promptly disappeared into a 
construct universe!! Intuition tells him 
that if he keeps active and fights off the 
assailants, the construct universe will 
become over-stressed and reality inertia 
will flip him out of the construct and back 
to his pals in the real world! 

Onto the game itself, which runs in a 
similar vein to 'Robotron 2084’ and opens 
up with a title page almost identical to the 
‘Munchy Madness 1 one, complete with 
scrolling starscape, reverberating colours 
and futuristic sound track. A press of the 
START key reveals Rusty, in a blank 
void, all alone (ahh!). Enter Ehe wicked 
baddies, right, left and centre, whose only 
intent is pour old Rusty's destruction. 
This is where you enter into the plot, 
guiding Rusty around the screen to avoid 
various aliens, and blasting them with 
Photon missiles ai every available 
opportunity. Clear one screen and it's 
onto the next level of Increased difficulty. 

That's really all there is to it. Each 
collision vrith a pursuer decreases your 
score and energy level, whilst a successful 
hit increases the score, and extra energy 
may be obtained by collecting heart 
symbols. The existing graphics are very 
well done but are lacking in quantity and 
variety, with large and clearly detailed 
PMGs, together with the scrolling 
starscape, adding interest to an otherwise 
forgettable scene. 

I can only describe MISSING:... 
ONE DROID as a competently 
programmed revamp of an aged game 
concept that W'ould merit unreserved 
praise as a magazine listing, but one that 
is far loo simplistic and monotonous to 


warrant a 100% recommendation in 


today's competitive budget market, 
Apologies, Rusty! 
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FIRST STEPS.... FIRST STEPS...FIRST 


IOCB’s 


- easier than 
you think! 


This issue* as promised, we will delve into the working of 
the IOCB block. This block is controlled by certain locations in 
memory and if these locations are FOKEd correctly then some 
great things can be achieved. 

When you connect the tape or disk lead into the 
input output socket of your computer you have given yourself a 
choice of eight Communication channels, 0 -7 (remember 
OPEN #1, etc.?}, Each channel has sixteen bytes of memory 
reserved for it in ROM, from locations 832 to 959. You will be 
told by various handbooks that you can use all channels for your 
own use except channel 0 because this is reserved for the screen 
editor. This is not true* as the ‘Forced Read Mode’ 
demonstrated in my last column showed. 

Channels 1 to 5 can be used at will. Number 6 is mainly 
used by the PRINT statement to input characters to 
GRAPHICS 1 and 2 (for example, PRINT #6; “TEXT”), but 
can be used as an I O channel in GRAPHICS mode 0. Due to 
public demand* I once wrote a column of PEEKs and PQKEs 
in which I mentioned location 703 which would amend 
GRAPHICS 0. A window would be placed in this mode* 
normally a full sized screen, and PRINT would have to be 
used if printing was required on the screen* while PRINT 
would display to the window. 

The last channel, channel 7, is another complicated 
channel. If you use this channel as your own and try to send 
something to the printer, an error will occur. LIST (to or from 
u device) will use this channel, even if it is already open. When 
finished* LIST will close it. 1.1ST, LOAD* I .PRINT* RUN, 
and SAVE all use channel 7, LOAD and DOS commands close 
all channels except 0. 

WHAT CAN WE DO? 

Now we know about the IOCB, let us see how we can use it 
to our advantage. 

Firstly we must lei the computer know that we require to 
use a channel. This is done by 

OPEN #A,B,C,D 

where A = the channel number you wish to use, B = a 
command to be implemented, C - an auxiliary code, normally 
Zeno, and D = filename (e.g. DtFILE SPEC. EXT or 
C: FILE SPEC.EXT), 

Although only C: and not die filename is used by the 
computer to open the cassette* it is handy for future reference to 
use this approach with cassette based files. Do not worry for the 
moment about variable B, I will explain Lhis in a later article. 

If we go back to the last column regarding storing screens, 
we can now use a channel to transfer all our stored screen data 
to or from cassette or disk. Let’s assume we have opened 
channel #1. We can PUT a single byte that had been stored in 
the variable Z through to our peripheral by PUT #1* Z or we 
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could transfer a string by PRINT #1, AS. The opposite of these 
commands are GET #1* Z and INPUT #1, AS respectively. 
When we have finished transferring data the computer will add 
an END-OF-T'ILE marker and the channel should then be 
closed by using CLOSE #1. 

Listing 1 is a program that will open a file named 
‘SCREEN’ on the disk and place the contents of the screen into 
this file. Tile screen is then cleared and all the information is 
taken from the file and placed back onto the screen (note how- 
si ow it is). The program can be easily amended for cassette 
users* but do not forget to reset the tape to the start of the file, 

DOING IT IN MACHINE LANGUAGE 

All this can take some time if we use Basic. What we need 
is a handy machine language routine to speed things up. 
Fortunately, within the operating system of the ATARI there is 
such a routine which we can access and let it do all the work for 
us. No need to panic about Assemblers just yeti This routine is 
the Central Input Outputwhich calls the Serial Input Output 
to drive the serial bus and peripherals. That sounds like deep 
computer philosophy and I am sure that you have visions of a 
program with yards of illegible DATA statements, a USR 
command that does work but you have no idea how, and you 
may think that this is just another mystery that will he relegated 
to the realms of 'Life, the Universe and Everything 1 , Would I 
confuse you? The tJ$R call has only half a dozen op codes and 
they are explained fully in Table 1, All that we need to do is to 
let the CIO know what IOCB we will want to use and the 
computer will do the rest! 

You will note that I am using the PUT variable statement- 
The reason for this is a limitation to the PUT stnng statement. 
Although the string can be dimensioned to the full extent of 
spare RAM if needs be (leaving no workspace of course!)* the 
INPUT' statement does not generally read strings greater than 
about 110 characters. This necessitates, a FOR NEXT loop 
similar to GET. As CIO handles only one byte at a time* it is 
easier to use PUT GET routines for fast access times. 

ALL IS EXPLAINED! 

And now’, finally, the long awaited explanation of fast I Q 
access! As you will notice in Listing 2, line 10120, the code is 
very short. Listing 2 is the save routine and Listing 3 is the 
retrieval. Both are very similar in nature and need few changes 
(aren’t I kind?). The graphic mode and screen colours are 
noted, as is the amount of bytes to move, and the screen 
memory position to start from. Both of these programs can be 
used as a basis for any transfer of large amounts of data, such as 
fonts. 

The USR call lets the program be controlled by the CIO 
routine at location 5A454 (&E456). You must. tell the routine 
what IOCB block you will be using (IO in the programs), then 



























1 STEPS. 


* * * 


Table l 


AT ASCI I 

DECIMAL 

OFCODE 

REMARK 

h 

104 

PLA 

CLEAR STACK 

h 

104 

PLA 

CLEAR STACK 

h 

104 

PLA 

GET IOCBBLOCK 
NUMBER 

El 

170 

TAX 

TRANSFER TO X 
REGISTER 

L 

76 

JMP 

GO TO ROUTINE AT 

V 

86 

556 

LOW BYTE 

a 

228 

6E4 

HIGH BYTE 


The sxack is ]ike a column of pop up plates that you would find in a 
self service restaurant. The Iasi to go on top is the first to tome off. 

When a subroutine is called (via USR) the computer places two bytes of 
information for its own use on the stack. These we do not need and they 
are taken off by PLA. The third is the IOCS number (IO) and this is 
transferred to the X register. The program is sent (jumped) to an inbuilt 
routine in the Operating System at Location 58454 (228*256 + 86). 

This routine will do all the work for us. 


Table 2 

INPUT OUTPUT CONTROL BLOCK. 

This consists of eight channels (0-7) each of 16 bytes, from 
locations 832 to 959. The byte offset (that which is added to the IOCB 
location) is given below. 


OFFSET BYTES USE 


0 

1 

Index to device name for current OPEN file. 

1 

l 

Device number (1 for DL 2 for D2), 

2 

I 

Action to be taken during open command, in our 
ease 11 for PUT* 7 for GET, 

3 

l 

Most recent scams. 

4,5 

2 

Buffer address for data transfer or the address of 
the OPEN file. In our ease the Display List 
pointer. 

6,7 

2 

Address of cbvjee’s PUT one byte routine. 

8*9 

2 

Buffer length for PUT GET routines. In our case 
the number of PUT’s and GET’s. 

10 

1 

Used eo specify file access. 

n 

1 

Uscd by device driver. 

12,13 

2 

Disk sector number for NOTE and POINT, 

14 

i 

Byte within sector for NO' L'E and POINT. 

15 

i 

Spare. 


use the offset to set the IOCB details. The offsets are detailed in 
Table 2 and the line workings are explained in Listing 2. The 
Listings will work just as well with the cassette if the device 
designation is changed from D: to C:, 

One last point should be noted. While running the 
program, the computer is always updating the screen. If the 
screen was turned off, the computer would operate faster. In 
fact up to 30% faster in some cases, so use this little code, 

1 J = FEEK (559): POKE 559,0- This will turn off the 
screen, 

POKE 559,P — Turn on the screen. 

ARE YOU STILL THERE? 

During the summer months I have received very little 
correspondence. Does this mean that tliere are no more 
beginners reading this column? Or has everybody suddenly 
become shy? S,A,E. s s as usual to me at 1, Holly mount, 
Finaghy, Belfast BT10 GGL 


by Mark Hutchinson 



Explanation Of Listing 2 


Line lflOOfl opens a. flit tailed ‘'PICSAV'H” m disk. 

Line 10010 places ihu GRAPHICS mode, held in location 87, and all the colours 
from locations 704-712 into the file. 

E .me 10020 finds the tup of RAM and the screen pointer for the graphics, mode 
you are using. This will change with different modes us each mode uses a differing 
amount of memory. 

Line UK13Q sets two variables for use later on. 

Line irx.140 changes K> to l<> and adds to IOCB. ChanneL 0 ]s at Location. -R3.2. 
Channel l four opened channel is 16 bytes further on. Set rhe offset for BUT, 
Line 10950 works out the high byte of the address. 

Line ! 0060 works Out the Low byte of the address. 

Line 10070 Places the two bytes in rhe relative IOCB offsets. 

line 10080 works out the number of bytes used by the screen. This- is the s-ame as 

the number of PUT's we will use. 

Line 100W places rhe number of PUT’S ill the relative IOCB offset. 

Line 101 [Ml Activates rhe machine code routine, held aL an address known to the 
computer. 
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Revision C 
for Cassette 


by Alec Benson 

Regular readers will recall that we published a disk version 
of Revision C BASIC a few issues ago and* as promised in the 
last issue, we now present a version for cassette users, Why 
should you need Revision C BASTC? Weil some $00XL's have 
Revision B BASIC which, unfortunately, has a few bugs 
including a particularly nasty one that adds a number of bytes 
to your program when you save it, sometimes making it 
impossible to run the program on other machines. 

Before you rush and type in the listing, check to see if you 
have Revision C already - some machines do. Type ? 
PEEK(43234), If you get the answer 96 you have the dreaded 
Revision B! So get typing] 

MAKING A BOOT TAPE 

Type in the BASIC program, checking it with TYPO 3 as 
you go, and CSAVE a copy. Next, get yourself a new tape, 

RUN the program and follow the directions carefully to create a 
boot tape. Now rewind the tape and re-boot w hilst holding 
down the START key. Do NOT hold OPTION down. Press 
RETURN after the beep and Revision C Basic will load and 
run automatically. 

After installing itself, Revision C does not use any of the 





DEMO MAGK 

from Chris Fox 


Most of the demos you see involving ‘flowing’ colours 
involve some sort of manipulating of the display list but here 
demo master Chris Fox shows that you don’t need to 
manipulate the Display List at all, in fact you don’t even need 
to use one! No Display List, no Antic* so how is it done? Ah, 
that’s a puzzle for you to solve, or a secret to be kept from all 
but the few. Even if the secret proves too difficult to discover* 
type it in anyway, it’s another of Chris Fox’s pieces of magic. 
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Al S*M Shpp. WB iiauei a depcjind UHVipp dypariireni ur stedr toll Hmn Am.', tmlped lephnical ptitl. 
This -jwm socahy d**t*1wi Id se-vlclng Alad ccnifMpr predupls r hair acLamua»d kdpwlpdae. mni 
fd expcriencfi- rr.nkdt llwn Auourci Lo rone in thdir held Tail dun t*iu->a That any worS cairlnd put hy 
ihsni It ijl ihc- high«9t ilandard. A standard sr wnjaiag wiwch we- bourn yAu will lind ONLIf FRC-M 
SILICA In iddicipn tb btoirdlng full sorvlcind NclllEiftj rgi Atari ST oomp'ulnrs |bcilh in And -Put bl 
wananly), Durteuvn u .non ahl« tooPt- n’emory-and mc-P.ilDlDr i.pgrpste to ST -pompLdcrs. 

1Mb RAM UHGHALJt: - 5 vir upgrtba on Ihu slancard Aiiri E?flST-M &. SJflST-FM kcytotni will 
*WI »■* ""umary Iran &FSK to ,1 mauiig 1«dK It tea a lull 1 year warranty nn<J Ip avmtsoie r w 
S-ih al on i-ddliip--.nl wiai pree- ol mly £B&BG i>VAT r EIDCfi 

TV MODLlLATCkM UPGRADE- Silica can -upgrade ym IptQST-E include- a TV mcduloldr tb 
Tdl rw can Ihen jb IE wild yppr TV ict Tte it ur inwmal upgrade and db« naL inralw any dhlidy 
niHi-nnl fc*i« A cable to conned your ST to gny domuolic TV is included n thn prifcu (jrihe upgrade 
which It ally £AD (Inc VAT) Tab upgradfl is also oaallahln rpr nsrly SJfPST ccyriDutefs jrlhn siirsprinn 

\THE FULL STOCK RANGE - Only From Silica 

We aim lo knap stock* gl nil A?ar mlaud ptodbCMOAd our wftr«lt(Hjle carrm a Mack cd ny»r £'* mlllkin 
Wb report marry sohtoare eillAA rilrsct Irorn 1 Mb USA and you ml llnd lh*l wo teq rww rclDDH» in 
1 jdirannA n' ii.Hi.y -ji uur competrlpra. Unlike dowye whu may only ttock selected eiildi, haye Ite lull 
■anpe In iddlton. mh gjury a camplale i.nc ol all bonkr. wnjch n B ye bean wnlte-n atoul Ih* Ararl gT a 
iflnge at wide as dura a somalhwng you will find rt amiable OHLV FROM SILICA 

| AFTER SALES SUPPORT - Only From Silica 

Rdai asaurud tnal whon -you buy ycui'ST fi-i-im Silica Shop, you w3IJhj tolly iupfnirted Our iree mailings 
A 1 ™ hn«Si}l rulC*aBsa-id devnlnpmnnrs. This, will hdplu Kwp you upta dJEewilh. r*« dcrcw H ie 'ulsu:es 
as well as whol'p happening in Ihe Alan irdykot Ann in mxliiion. our tales sdalf aib ai Ih* end e* a 
luluphyny line to serviu all nryouf equirumenlt. H you piwchjan an ST Iryrr Silica anc wcuid Ilka 
any RKhniegi admee, wa tevn a lull lima |«hM«i auppert team to help you $k ir^ bust Irmr your 
compulnr Eocaum wC l.sm buth tin Half anbiha ayuamg tpgcitica'hr dedicalebla providing #U(.r ulaa 
wrnc-e cvi Atari ST comnnecrd. wa aru conlidwil that uur i.k-s dn|&y fin woacrionally hign ie«e nf 
toppen Ti r can be rssc >cd ON .¥ FROM SILICA 

FREE CATALOGUES - Only From Silica 

Ar S.lna dliop, we recognls* lhat wrfi.xn ufiSirS r-uquiru an in doplfr IntornalldR. Ifirvite. which is wrry we 
t j H ndwrylmwifi SmU pnop lists bo our ET ownar* Tr.fiK.are up Id M paces Iccg and srfi crfinnmiHl 
w "i iBct-icaJ denalls as mpII ns glfer^ ^nd product dnscriprHinfi IT you har.T» alreacy purctiidnd an 

ST find wjld like to haw. your na-mn addkto IBbu.- mailirg hit, please ccmnlfiin toeebupon A relum It to 
us Tkd .nlcri.ifil r).i Eqryioe la arallabld ONLV FROM SILICA 

FREE OVERNIGHT DELIVERY - From Silica 

.vldK nrdn.s firs pnixwsed Ihrough our civrc.i.P- «iih..-i 24 hpura cl rrscdr.lnc, toh>n Mbfii l.aidwarB 
cr-de-t are sect hy lira. SvfirninN GROUP t courlor scMes. FREE OF CHARGL to cLsIcmara wilhto ihr, 
UK This melted helps ioc-isu‘A rrfibirnunschiSay and makimur pigloelipn 

PRICE MATCH - Only From Silica 

«* Imps lhat Ihe cnrFbin.it<.n of-our lew pices. FftbE UK dnliwy fififtH^. FREE Siarler Kit anc FREF 
-MW HIM Buwxirt, will be enough to m^tas you o U y your Alan oquiprrwnMrnm 5>liCfi Shop. a| rvpweyur. 
Incnc Is tamnlhing you wish Id purchase ana you find (tofi sf Our cuirpelilora aftonrq II ar si fir price. 
Ihfin please cnnlail our uc« (Mrufiilmerd. proyicng us wilh pur oompedilra-'a r.iro addrnss anc 
maphrjfHfi r.umbei d nurcompeiltorniu.shfi ggiKifi in Hack, we will nonraily .ratoh iteolfer run a tame 
proci.cE sarrs priefi' buss)anti sbll prondeyou wah durMOrmhl f ee deliv&ry Wo ro.iiiMnhdEwfiA.fi rot 
Ihe enty cctrpanv whe will mpldh d- tadmpe-Lilcy't pnee. htowever d you earfiB |p L . ? tor a pnee maccr. yc.ii 
«l«> 9* anii’leti ta our alrer sales i*iulo». intlivding Irae rewt.oilers arid iKrukioal tuppo-t It s 
akis aur prisifi mBlchp.ym.w miher special, snmsnhing you will receive &NLY FAOM SILICA 'rtfc-aonT 
iwlntyuu Id go snywhenc els* tor your Atari prutiudi aochcpai Mien, IteUKfi No! Aton Epcciaisl 


01-309 1111 

Kent, DA14 4DX 


'SIOCUP ia.. Mail Order) 

1-4 Th& Mews, Hatfierfey Hoad] Sic 

LOUC?-ON 01-S80 4839 

Uof> House f 1st floor) 1 , 22? Tottenham Coon Rd. London WlP ORX 

LONDON 01-629 1234 ext 3914 

Self ridges (1st ffo&rh Oxford Street, London, WlA 1AB 


+VAT=£299 


SO MUCH FOR SO LITTLE 

There is noihing that can compare with the incredible. vaJue for money offered by Atari's 
52aST-Fr/!. For only £2&0 {+VAT=£299>, yoo can purchase a powerful 512K RAM computer, 
with a 95 key keyboard (mpluding numeric keypad), MIDI interface, GEM, a palette ol 512 
colours, mouse contra Her, und a 512K built-in disk drive. The 520ST-FM bas a TV modulator 
built-in, and comes with a load to ell aw you to plug it straight into any domestic colour 
television set. The mains transformer is also built-in lo the keyboard, so there are no mossy 
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST 
computers are now firmly established tn the UK, there are nearly 500 software litles already 
available for a wide variety of applications and the list is growing all the time. And that's not 
all When you buy your new 520ST-FM (or any Atari ST Computer) from Silica Shop, you will 
get a Jot more, including a FREE Silica ST Starter Kit worth over £100. Read Ihe ONLY FROM 
SILICA section on the ieft, to see why you should buy your new high power, low price 52QST- 
FM from Silica Shop, the UK's Not Atari Specialists. For further details o-f the range of Atari 
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below 

fSJARI 520ST-FM NOW ONLY £260 ( + VAT-£299) 

^IIST-FM Tfrftti 512K. RAH Ir mona mcnltM £3» fine VAT) Upgrade from S13K RAM to 1024K fLAM t1l» (i nc YATk 


ATARI 1040ST-F - NEW PRICE 

Wr. ar,i ruiMS Eg npriounua fi nfi-w rcdi.gcn r*ofi .sginl or. ih« 
irailST-F nhich IS iluw uvailadlc iDJ gnly H?ig (Inc VAT|. The 
IJMC-ia a pu we J ut opmpulcr'w.Eh 1Mb Ol PAM and bIsd nciddas 
a bbilL-m lMib ML tile- alftoS aTi" disk drift The IfMfi has t»fiP- 
designed lor U 49 «n bjfiirtfiSS firvd groliesaionel pppt.ealiOPt 
fTiflil Dr w-hich .fi>quirE3 rusolLliar mgri^cflr&fiieGr Mlaur 
imon-lGE It idt IfiemDjna liai^ ai RF (fvoduliltor fur usd 
wilh fi (tomeaiit TV set. MDdutiiwfi esn ba filled Icf ttS .lira: X»T). 
*W*£'FfffjiKwti MHlllak.rJMgwiu< £H&t<ne Wtrt 

JfWK.- F- r KB^TKWb - KVt- SVs r*i Atonfj Urn-ttyr £JSS .’.VIE- 'jA 7) 

ir -,:i.i wirjrt iii, lurlhtr -SeLalts ol lht IMORT-^, miiimih- TOupon beiaw. 

MEGA STs NOW 1^1 STOCK 

Fir Ihe i^ier *h(i rfittiuir-er fivfir, more SAM than tha5?n r.r lfH-5 
ST‘s oHfi-.r. ihe new MEGA ST carripuhars. nine now fivfi. ab-e. 
Tberfi fiffi mm MEGA STs, or» with ?M* or RAM and the elhcr 
wiltl a massive BMb Hgth new cotopuffirfi Sra luilv CDmpnhNe 
w«lh existing: S-T's B.id run Curnemly available ST Mrtwnrg, The 
M£Ga ST’* fwe afyled fie an aapandaHa Cwilrai Pr Mteai Ag 
iifllr wil r , open fifiehileduna and n dntanhaplfi kfireuarti. They 
fins supp iau «nh G£m a IPO U» CPA brail at ano all nxtras 

a a wilh Ihe !i2d or 1R4D Pric-fifi Bffi fifi IfiMdws: 

MEfiyl ST ,Wb Kfl/bMvd < CPU £}&j 

wte,i st. iMi> ntfintn? ^ cpfj -■ $M7ss waira £s« w mtj 

UEQ4 ST rfa^witf ‘CPU . |Bf#.'«c tMT) 

MECfl ST 4MS Kwpwtf . CPtf * SM|?J Wd.v.WlV-.Ilv fir-c ’AHT) 

if Hiiia I hi. Eutiiwr RHi>.h gi Te UE' 5 *. £T i, raiuT. m< kekw 


ATARI 


To; Silica Shop Lid, Dept PSIX 11fl7,1*4 The Mews, Hatfierley Robd, Sldcup, Kent 0A14 40 X % 

PLEAS! SEND ME FREE LITERATURE ON THE ATARI ST 

Mr/Mrs/M& Iniliaisr .. Surname; . 

Address; 


Postcode: 


Do you already bwrt a crjnipuiw 
If so. which one do you own? 





































QBLITERATOR 

You are Drak me I asl of the 
Qbiiiereiors a geneticaHy enhanced 
3ra awesome lighting machine, bio- 
engineered ror the execution of 
incredible tasks, the ultimate solution 
to the most cataclysm cof 
predicaments. 

In the voids of Federation space an 
alien cruiser has mater;aiised. It is a 
ship of sinister and foreboding 
power, Federation defences have 
been smashed. Earth lies exposed, 
mere is only One hope and ycu are it! 

Summoned by the Federation 
council, your assignment 13 Id use a 
prototype metier transporter to 
infiltrate the alien cruiser. Armed with 
a particle beam disrupter, lasers and 
whatever the alien habitat can 
□rovlde. you must cripple the alien 
vessel Ihus enabling Its destruction. 

What awaits? What 1echnoir>g*cal 
perils and strange diabolic 
adversaries will try fo thwart you in 
your mission? 

Can you become Drak the Last oi the 
OblitOrators? Can you survive? Can 
you Overcome such unthinkable odds? 

COMING SOON 


TERRORPODS 

Its been a long watch . . . As (he sun 
disappears over the horizon, fhe 
uninviting, grey bleakness of Colian 
becomes apparent. Following Ihe 
intense heat df Ihe day, the onset of 
night adds the bitterness of sub-zero 
temperatures to an already hostile 
environment, and the stark interior of 
theD.S.V. appears almost homelike 

t>eep melancholy is suddenly 
Smashed by the shrill scream Of a 
■5rren. The status panel has $one 
Crazy, an extraordinary array pr lights 
flash uncontrollably Good grief . . 
what's ha p pen ing? 

Frantically, you turn to look at the 
command scanner, hunting through 
the mass of information before you, 
id a desperate attempt to decipher 
what has happened. 

Your whole being freezes ... it can't 
be! The TerrprpodS ... 


BARBARIAN 

Can you become Hegor the famous 
drag □ n-slayi ng mpnster-m tang ling 
Barbarian? 

Are you tha warrior who can enier 
Ihe fearful realms of the 
underground world o! Durgan, a 
world terrorized by the evil Necrpn? 

Can you handle the adventure, the 
frenzied attacks, the hidden traps, 
lhe gruesome death dealing 
monsters?... 

Your quest; to destroy the Jair of me 
accursed Necron Your prize; the 
kingdom 's crown. 

Your lask is awesome! You musl live 
on your wits, conquer your innermost 
fears, use every skill and weapon 
ava lable lo you 

Hideous perils await Can you 
survive? . . 

Are you Hegor the famous dragon - 
slaying, monster-mangling 
Barbarian? 


AVAILABLE NOW 


AVAILABLE NOW 


Psygnosis 
FREEPOST 
Liverpool L3 3AB 
United Kingdom 
Tot No: 051 236 8813 
Fax: 051 207 4490 
Telex: 629474 


VISA 


Ail available for 512k colour , 
Atari SL Commodore Amiga 


QBLITERATOR 

- £24.95 

TERRORPODS 

— £24.95 

BARBARIAN 

— £24.95 

DEEP SPACE 

— £24.95 

ARENA 

— £24.95 

BRATACCAS 

— £24.95 

ARENA/BRATACCAS 

— £29.95 
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